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I can't belieue it. He has no 
right to say such a thing...! 
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Person of Lordly Caliber 


race of people called the Aurics were led 
the Progenitor. With the power of the earth goddess 
Berthe, the Progenitor drove away the Indigan people who 
ruled the Aurics, claiming the land for his own race. The 
Aurics rejoiced, and the Indigans bowed their heads to their 
new ruler. The new kingdom was called Palatinus. 

In the Palatinean year 238, the ruler of the Holy Lodis 
Empire dispatched the Brigade of Radiant Cross to nearby 
countries. This group of powerful knights was under orders 
to attack those who rejected the teachings of Lodis and its 
vod. The first target of the Brigade of Radiant Cross was 
Nirdam, adjacent to Palatinus. 

Nirdam declared war against Lodis but was quickly 
defeated. The Brigade of Radiant Cross moved on to 
Palatinus. While King Procus put up an initial struggle, the 
fate of Nirdam was still too fresh in his mind, and he quick- 












ly surrendered. His quick retreat from b owed hin | 
to maintain his position as Кіпр and retain his autonomy. 

Lodis then turned its attention to the Southern Region of 
Palatinus. Here, the lower classes, including the 
Bolmaukan people, rebelled against the authority of the 
Lodis Empire. While they fought bravely, they were unable 
to stand against the powerful warriors of the Brigade of 
Radiant Cross. 

Lodis established its religion across the land, banning oth- 
ers. It also installed its class system, rewarding the nobility 
and placing terrible burdens on the lower elasses. 

But now the situation has come to a head. Ten years of 
oppressive rule by the Holy Lodis Empire has caused the 
people of the Southern Region to rebel. While terribly out- 
numbered, the people now fight for their freedom. War has 
once again come to Palatinus. 
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gre Battle 64 contains a number of pathways to the 
end. While the story changes depending on some of 

the decisions you make and actions you take, the mis- 

sions are the same. This book follows one possible story 
line and offers hints for all of the missions and varia- 
tions of the missions contained in the game. 

Additionally, this book covers all of the major charac- 
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ters, the different character classes, the items you can 
find, and the monsters you'll fight. Maps for each of the 
missions are provided, as well as the locations of all of 
the hidden items in each of the maps. Finally, there's 
information on how to get the extra items and events. In 
short, this book contains everything you need to go from 
start to finish and ultimate victory. It's time for battle! 
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gre Battle 64 contains hundreds of characters you will have 
as a part of your army, create from your army, and encounter | 
along the way. Most of these characters won't play a significant part - 
in the story. Others will be a large part of your success or will face 
you time and time again across the battlefield, 


This is you. Magnus is the son of a nobleman, 
Ankiseth Gallant, and the childhood. friend of — 
Prince Yumil Dhurmer. Longing to make his 
own way in the world, Magnus decided 
in the military academy and become a soldier. 
He felt he was living in his father's shadow, | 
and needed to prove something to himself. 
Magnus is a very strong warrior, but if he's 


killed i in battle, you te ae 




























Leia is the daughter of Lord Silvis, 
ruler of a northern area of Palatinus. 
Like Magnus, she felt that she had 
something to prove, so she decided і 
оп a military career. Unlike Magnus, у. 
though, her desire to prove her own Ec 
worth comes from the fact that her 
father tends to protect her too much from 
the real world. She is a powerful fighter 
and one of the few characters capable of 
leading a legion. 














h aded dis out to prove ые despite his 

ri ins, Dio i is aggressive and often angry. He is 

inced that. he doesn't get the credit that others 

йо because of his non-noble birth, and he's will- 

ing to fight anyone to prove that he is as good 

| or better than any noble. In a pinch, though, Dio 

| is fiercely loyal : and dedicated to whatever cause 
he sees fit to follow. Like Leia, Dio is one of the few 
characters who can learn to control a legion. | 















E calm and steady presence of Hugo Miller. | 
. or Hugo the Tactician, has saved more than 
one battle. This former soldier has learned 
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1 The frail youngest son of King Ргосиѕ Dulmare, Yumil di pe 11 
2 has not had a particularly easy life. His father hates him I 


because the queen died giving birth to him. The . | 
prince has always been smaller than most, and 

more prone to giving up easily. His one true 

desire is for the power to remake the world t 5 | 

way he wishes it could be. Yumil is the | childhood | 

friend of Magnus Gallant, and the two are very 

dedicat to each oher | 





The father of Magnus Gallant, Ankiseth 
Gallant has an interesting history. He 

is called by some Ankiseth the 
Steadfast for his complete loyalty to the 
throne of Palatinus. Others call him Ankiseth 
the Murderer because he once killé@@"amobleman who was 
trying to assassinate Prince тії. Ankiseth did not object 
to the stigma, and the incident caused a rift between this 
great general and his son, but Ankiseth will let nothing 
stand in the way of his duty to protect Prince Yumil. 
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King Procus still lives and rules in Palatinus because he 
quickly realized that his troops could not stop the con- 
quering armies of the Holy Lodis Empire. Rather than 
fight, Procus surrendered, and he was allowed to retain 
his throne and a certain amount of autonomy over 
the people of his land. While on the surface he 
appears to be the pawn of Lodis, under- 
neath, he truly wishes to throw off the 
yoke of Lodis and reclaim his 
kingdom in more than just name. 


mE 


pv is a warrior 
| Me uprising of Zenobia. Dade Faced ie these 
ple E. the oppressive Zeteginian Empire. 
| When he eres the current situation 1 in 






E. the Southern e he eee in to hel 
them achieve freedom. He starts as a vicious and - 
deadly enemy, but over time he becomes your most 
.. | trusted ally outside of your own army. 















This aging knight sees nothing but injustice in the social 
system the Holy Lodis Empire imposed on Palatinus. 
While Frederick doesn't want to do away with the nobili- 
ty or the royal family, he sees nothing but problems 
stemming from the caste system. His wish to eliminate 
these social problems and his desire for independ- 
ence from Lodis make him one of the prime leaders 
of the current revolution in Palatinus. 











This aged warlock is one 0 the prime rea- 


sons the revolt against the Zeteginian Empire 


— was successful. One of Destin's bravest warriors - 
and firmest supporters, Saradin has incredible wisdom = 
and experience. Lodis's control of Palatinus has caused him - 
to continue to fight alongside Destin as the Palatinean —— 
people battle for independence. In time, Saradin may Ted 
wish to join your army as well. UA 
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— | One of the most significant enemies you will ever 
| face is the terrible Baldwin Glendale. A powerful 


к о EKnight of the Caliginous Order, Baldwin is one 

ae -of the most influential people in the Holy Lodis 

Empire. He feels that he lives under the shadows 

_ of his older brother and his father, which has 

made his quest for power all the more 
important to him. He may feel inferior, 
but you won't think he is when you 
face him on the battlefield. 







_ The only person more difficult than Baldwin — 
Glendale is his older brother, Richard. Known às 
Richard the Dragonheart because of his valor and 
deeds of bravery, Richard is a true knight in every 
respect. Deadly on the field of battle, he lets nothing 
stand in the way of getting what he desires. Richard is 
the leader of the Caliginous Order and a Lord of the 
Lodis Empire. He is the most deadly enemy of all, 
because he has no serious flaws on the battlefield. 
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- Characters in your army have several basic sta- 
tistics that determine how well they attack and 
defend against physical and mental attacks; and 
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characters rise in level, the ese p statistics improve, 























what elenyts will help or harm them. When 
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strength gives your characters a bet- _ 
ter chance to hit and score damage — — 
in combat. High vitality means they =< 
take less damage from physical А 
attacks. when hit. 


Characters are ranked in six basic 
statistics: strength, vitality, intelli- 
gence, mentality, agility. and dexterity. 

Strength and vitality both deal 
with physical attacks. A high 


High strength i TU mean more dam- Y, ; 
age caused and less элын = taken in мш. 





Intelligence and mental- 
ity are similar to strength 
and vitality, except that 
they deal with magical 
attacks. Characters with a 
high intelligence do more 
damage with magical 
attacks, while those with 
a high mentality take less 
damage from enemy magic. 





à Characters with good agility and dexteri- 


Spell casters should have high scores in tt 
ty usually attack first and are hard to hit, 


both intelligence and mentality. 





Characters also have an alignment that ranges from 0 (chaotic) to 
100 (lawful). Most character classes have an alignment require- | 
ment. For instance. for a male character to become a wizard, his 
alignment must be low, while knights require a high alignment. 

Alignment can change dur- 
ing battle according to what 
your characters do. Fighting 
against lawful enemies and 
enemies of lower level makes 
a character more chaotic. 
Fighting chaotic or higher- 
level enemies makes charac- 
ters more lawful. 
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Dio's alignment is still basically neutral, but he is 
starting to lean toward chaos. 








. This also has a negative side. Each 

element has an opposite. Fire and 
water are opposites, as are earth and 
air. Characters take more damage 
from an opposing element, because 
their defense against it is lower. A 
character who is protected by earth 
suffers more from wind magic than 
another character. and if he or she 
equips a wind-based item. its effects 


Every character RES has. an element 
that protects him or her. The four - 
basic elements are earth, air, fire, and 
water. A character protected by fire, 
for instance, takes less damage | from 
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fire attacks. Additionally. if he or she 
equips an item that is fire based. its 
effects are Em increased. 


are decreased. 


A ng - your 4 | Army 
Al the Oe 7 of the game, you are asked a series of questions that determine 
the shape of your initial army. While you can answer the questions however you 
wish. you can also plan your: start- 
ime army by picking specific 
amswers to these questions. 

You command six groups in 
sour first mission, Your hero's 
oup always consists of the hero, 
тњо fighters, and two amazons. 
You also always have Dios group. 7 | 
ewhech is made up of Dio, an ama- f E озима по | =a 
zom. and three fighters. The other _ В : Pn | ME ene 


four groups can vary. 
ui 



















B and Dio's groups always start the same, 









Неге’ s how it works. Each of your answers to the questions has à 
value i in four different categories: fighting, magical. spiritual, and 
training. The scores in each of these four categories are added 
together, and the category with the highest total is assigned 
as your top priority and gives you your first unit, Thirty- 
two points are then subtracted from this category to deter- 
mine your second priority and your second unit. 
Again, 32 points are subtracted from this new top pri- 
ority to determine your third priority and third unit. Н 
happens once more to determine your final priority 
and unit. In the case of ties, 
priority is assigned in the order of 
fighting, magical, spiritual, training. 
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After you input your name and date of birth, you are army. The possible answers and their scores for each 
asked the six questions to determine your starting of the four categories are listed below. 





"What dost non hold within — sword?" 
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The units you receive based on these questions are listed below. 
(In the chart below, "soldier" refers to а group of three soldiers.) 



























THIRD PRIORITY 





SECOND PRIORIT Y 

Archer, Amazon, 

3 Soldiers —— 
Witch, 2 Amazons, 2 
| n rs | 
Fencer, Fighter, 
3 3 Soldiers 
Doll Master, Amazon, 3 
Soldiers | 


C ATEGORY FIRST PRIORE Г ү FOURTH PRIORITY 
| Phalan X. 


Golem 




























Berserker, 
2 Soldiers 
Sore егех, 2 Soldiers 










Knight, 2 Fighters, 
2 Soldiers. 








FIGHTING 



















Sorceress, 3 Fighters, 
Soldier 
Cleric, 2 Amazons, 
2 Soldiers 








SPIRITUAL 
































Cleric, 
Griffin 
Beast Tamer, 

Hellhound 


Valkyrie, 2 Soldiers 














MAGICAL 






























Dragon Tamer, 
2 Soldiers 






Beast Tamer, 2 Fighters, 
2 Soldiers. 





TRAINING 














To how you how this PF the highest priority is шара. fol- Finally, subtract 32 from spiritual, mak- 
works, here is a sample « cte- s _ lowed by training. then spiritual, and ing it 12. Fighting is now the highest pri- 
ation. We'll select the : ү fighting. The first group will be ority, so the fourth group will be the one 
answers "belief," "ani archy," - "the one listed under first priority magical: listed under fourth priority fighting: a 

"purity," "embrace," | à cleric, two amazons, and two phalanx and a golem. 


"fertility." and "chan west s 
Using the charts above, that 
gives us the folli wing scores 


in the four c categories: 






-soldier groups. 

Subtract 32 from the score in magical, 
making it now 34. Training becomes the 
new highest priority, so the second group 
will be the one listed under second priori- 
ty training: a doll master, an amazon, and 
three soldier groups. 

Now subtract 32 from the training 
score. It becomes 22, making spiritual the 
new highest priority. The third group will 
be the one listed under third priority spiri- 
tual: a sorceress and two soldier groups, Here is the army created using the 

choices listed above. 
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"The three basic types of units аге soldiers, fighters, and amazons. Most of your characters 
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| start life as soldiers and spend somie time as either a fighter or amazon before progressing У 
2 -into the more powerful character classes. s 
n 
i 





Novice Classes | | 


While most of your characters will spend some time as either fighters 
or amazons, you should advance them into more powerful classes as - 
soon as you can, They will almost certainly start in the novice ranks. 
These classes are an upgrade from fighters and amazons, but they re: 
not as powerful as the master classes available later in the game. 











“The phalanx unit is the complete opposite, 
| philosophically, from the berserker. 
| Where the berserker throws everything 
into his attack, the phalanx prefers 
-to defend, figuring that if he can /® 
outlast his opponent, he can 
| win. The phalanx unit is not as 
| effective at attacking, but he is 
| excellent at keeping the enemy 
away from more vulnerable units 
| in your back rows. Phalanxes 
: ded be йы Ир front. 
















that tears at е enemies. While: not рані 

ularly powerful either on offense or F 
dëfense, beast tamers are excellent when 

working with magical creatures. — 
These creatures become much more ~ 
effective when in a group ded iy TIR 
or containing a beast tamer. 
Protect beast tamers by placing - 

them in the middle 
get two attacks from this rar 
well as inthe front. — 








acter Classes 
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female Cb aracter Classes 


The following classes are available 
for female characters. 






Valkyries are the most versatile m ые 3 
useful) novice character class. Powerful female war- E 
riors, valkyries can aet as melee troops oras — | 
missile troops. In the front rank. valkyries _ 
charge forward and slash their opponents _ | 
with a brutal frenzy. In the back row, -- zi 

| valkyries attack with spells and can hit” 
enemies in the back rows of the opponent : | 
eroup. Try to keep valkyries out of the middle nik 
because they get only a single attack there. 











Clerics don't actually attack the enemy. 
Instead, they heal your troops with 
powerful magic. In the course of bat- 
tle, when the cleric's turn to attack 
comes up, she instead heals the person in 
your own group who has suffered the most 
damage or is the closest to being killed. Clerics have no 
defenses and should always be placed behind another 
character. In the back ranks, they can cast their 
healing magic twice. 
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qu S puc “thoi eee the enemy. ae | ei ncapacitat 
x х аер oF paralyzed, This preve ё nts the opponents fr from kuga 


As characters rise in levels, they can eventually change classes into the 
much more powerful master character classes. In general. these charac- 

ters gel extra attacks and do more damage than novice-class characters. 

Each of the master classes is based on a novice class. For instance. 


where the novice class has knights, the master class has paladins: “ү. 
The following а. аге е available. 


i NOTE: There is no master class version of the witch. for male characters. 


р nk р get three attack -They get 
‚ йө: from the second rank. When placed 
am the back rank, paladins can cast two 
“healing spells, as long as they are still 

-armed with a blessed-sword. 


The sword master is the master lass: vers: 
the fencer. Using the same unorthodox fightin 
style, sword masters are more likely to block с 
attacks, but they still share the physical vuln 

of fencers. They get three attacks in the front { 

and two from the middle rank. When tl 
back rank, sword masters attack twit 


but also reflects some of that damage b: 
sword master himself. } 


LE l8 
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$ The: more pus version of the 
beast tamer, the beast master gets 
two: attacks from any rank. Place 
“him behind your beast troops 
-where he remains safe and less 
p vulnerable to enemy attacks 
| while still directing the actions 
of his trained creatures. 


a enchanter i isa bested erc ne : 
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: WM: While ее; now get codd = 
attack if placed in the second rank, the real 
- benefit is that where the wizard's attack hits a 
single creature, the archmage hits not just the- 
target enemy, but also those located immediately 

next to the target. Because of this, archmages can 
wipe out entire sections of an enemy group. 
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now affect multiples enemies. § { e 2 E 
are vx relatively fragile: am can be | eu @ 
vm е 
od in the back п row, piesis casta — ; 
‘spell that affects not only the target Кл 
b also the units surrounding the target. | 
Ts spell ca cannot heal undead characters. 
E 
































Several classes can be created only when you discover or are given special 
items during the course of your adventuring. These classes are naturally rare, | 
and you generally won't have more than one of each. They aren't essential p d 
classes to create; but they are powerful and can help you in battle. Details : on |. 
acquiring these items can be found in the lists near the end of this guide. Е ce 
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E dragoon i is Seated Бу atelier the 

. dragon helm, dragon armor. and Sword of 

Tiamat. Even then, this is a difficult unit to 

г " create: The character needs to have a ү 

‚ strength and vitality greater than that of a pal- 

айп, and a dexterity approaching that of a ninja 
master. The dragoon gets three attacks from — 

the front rank and two attacks in either the 

middle or back ra rank. - 
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both a ом. dicm and the dren crown 4 T | 
character is much more powerful in the back ran 
where she can use her spells twice in n combat. 








Reincarnation Classes 


Each time a character dies and is not resurrected before 

the end of the battle: there is a 30 percent chance that he 
or she will be raised as a zombie. Undead characters must 
be affected by events on the battlefield to change class. 


just as strong in фет next Баш Male pe i 
skeletons are indistinguishable, 













The more > significant version d: ES 
the seraph is the angel knight. —— 
Stronger, more deadly, and — 
with better defenses, 

tures use their needle о 










Creating a seraph requires the 
| extremely rare needle of light, 2 
| so you usually find these crea- 9 
| tures as enemies. They are essentially 
low-level angel knights, attacking 

either with their sword-like needle or 
- with spells from the back rank. Seraphim 
are flying creatures. 


















deadly ке. 
They are extremely ran 
usually seen as enemi 





за is enemy anil use athe hit int 
© to repair their own damage. The main dra 
b | ikk to vampires is that they can't movè during day- _ " 
T am. hours. At these times, they return to their coffin — 
то wait for the setting of the sun. When i in their cof- 
fin, vampires are virtually invulnerable and сап- 


not be moved. 
































While y үза u тау start «with: one or two creatures from this 
class i in your. army, most of the units here will be 
encountered during missions in the wild. They make 

- powerful additions to any army, and can become some 
of your most valuable and valued units on the battlefield, 









Nothing strikes fear into the heart of the enemy like the presence of a 
dragon on the battlefield. Towering over their opponents, dragons can 
often turn the tide of an entire mission with a well-placed attack. 

You'll dread facing them, but you'll love having them їп your army, 







Earth даре аге ; similar to че 
БМ, z -other mid-level dragons. In the 
М ү front ranks they bite, and in. the 

back, they attack with an acid - 
breath that scours enemies for — 
significant damage. These pow- 
erful creatures make an excellent 
addition to any army- | 
















aible of biting or using their oed 
_ breath attack. While their bite is for- 
-midable and can be used twice from 
the front rank, their breath attack is 
one of the few things capable of 
destroying undead creatures completely. 
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| enemy in the opposing group. 
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M ke most ce the илдетине dragons, the 
M black dragon can either bite or use a breath 
weapon. "They bite twice from the front rank, 
NEN AJ and it tends to be a very powerful attack. In 
с back row, they use a single rotten breath 
E k that can strike any enemy regardless of 
F. decion і in the opposing group. 














EEN R е ан of a red dragon is 
the powerful flarebrass, which can use either a 
breath weapon or а. spell attack. In the front 
two ranks, it attacks with fire breath like a 
тед dragon. Placed in the back, this 
creature casts the crimson note spell, 
which does fire damage to every 




















form of: a mes dien is. the 
multiheaded hydra. Able to = 
attack twice from any loca- - СА 
tion in a group, hydras | hit | 
with the freezing breath attack of a blue - 
dragon from the front two rows. From the 
back, it attacks with the clear disaster spell, 
which causes incredible amounts of dam- 
Ñ age and can also put enemies to sleep, ~ 
_ making them more vulnerable. 







анча "Тр 





This powerful form of the black cae is deadly in 
- every respect. Placed in the front ranks, it attacks 
- with its fetid rotten breath, which damages the 
| target and adjacent enemy units. In the back, the 
| tiamat's evil dead spell causes tremendous amounts 
of damage and can put victims to sleep. making them 
more vulnerable to additional attacks. 


























Unique magical constructs, dolls are essentially mindless Vise that need to be 
directed to attack. They are incredibly strong and difficult to kill both because of 
their natural toughness and their high hit point total. You will hate facing them 
because of their strength, but in уез own army, they are among your best fighters. 


perde versions of а Е 
| lar golem. They are created _ 
when а normal golem is... 
attacked with а petrification — 
as spell. They have more hit. 
ў. points, do more damage, 
and are tougher to kill than | 
À regular golems. : 




































Hawkmen and the two variations of this 
creature are valuable for two reasons: 
They can fly, so you can use them in 
groups made up of flying creatures—which 
can attack without regard to terrain-and 
they can lead groups. 






Hawkmen whose оза йр: = 
can become ravens, more powerful. wer- | 
- sions of the simple hawkmen. These 
creatures fly, allowing them to avoid 
terrain considerations when teamed ир. 
with other flying creatures, and 
like all hawkmen, сап lead groups. - 
They attack well from the front row, and are 
also powerful from the back. where: P 
can cast шне with deadly effects. — | 





The ecreatu es in this lass. represent a wide range of | ^T = a= 
differ nt monsters. Not generally as powerful as E ES 
dragons, they offer a diverse mixture of power and Ori Í fin 279 
[4 "а € es врет 9: «AN Griffins are moderately powerful 

wild creatures who attack with either 
their claws or wind magic. In the front 
ranks, they attack physically, flying for- 
ward to slash at their foes. Placed in 
the back, they use their powerful 
wings to strike at a single enemy 
regardless of that enemy's location. 
Griffins are excellent in any flying group. 











. "mie lE id i tur without н 
sessi weapon. This flying crea- — 

owe amacks exclusively with a bite 
Get cases a good amount of damage. 
ELE two bite attacks when ree in 
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aE A hellhound i is a joda ‘Magical dog- 
й ў .. like creature. While relatively low-powered 
EJ . compared to many of the other magical 
-*d = creatures, hellhounds get three attac 
4 i when placed in the front rank. Their. E 
131 =: —— attack is a powerful bite from both of their 
+ = ара | | = heads. They lack defense, though, and can be 
t 4 jl = ч ee | NA easy to kill. Неон mature into се 
| 






— A more mature form of the griffin, 
гап opinincus is more deadly and pow- 
erful. Like a griffin, the opinincus 

attacks with claws in the front or / 
middle rank. However, placed іп ^% 
the back, an opinincus casts a 6 {i 
powerful wind storm that affects every j^ є, 
unit in the enemy army. An opinincus 
is a flying creature. 


е im the front 
It boasts Popes impr 
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Faeries are tiny, delicate flying creatures 
"Who tend to avoid physical com- 
bat. They have very few hit points. 
but are so small that they are diffi- 
cult to hit. In the two front ranks, 
| faeries blow kisses, either powering 
up their allies or powering down enemy 
| attacks and defense. From the back rank, 
-faeries attack twice with a low-powered 
magic missile spell. 
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which Causes sa з 
the victim to sleep. 







































m i genera, you'll see the Following creatures as enemies and won't be 
able to recruit them to your side. It's possible to get i a single grappler _ 
in your army, but the others will always be enemies. You start seeing 
pe creatures rata on. and ind fight then until the Very. end. 











a A кий ЕЖ is a knight fro 
г Lodis. Well-armed and armored, 
enemies frequent the middle po 
‘of the game, and you'll face them а: 
- late as your final mission. They Tank 
somewhere in between knights and MES 
adins in their ability to cause damage and | 

defend against harm, and they get two attacks. 

regardless of where they are placed. 











3: are frightening creatures, standing 
head and shoulders above most of the +. © 
other beasts you encounter, including - 
. some dragons. They swing a huge club 
with. their powerful arms, crushing the life 
_ out of anything in their path. When placed 
| the front rank of a group, ogres get 


three -attacks per combat, making them r ” 
л mor бду LL 

























К? -jatively hard to kill when you firs 
them. Toward the end of the game, you 
ing them if it means rede 


мой, _ 








— rho 
Gorgons are thankfully very г rare, When: 

in the middle or back rank, they attack 
with a powerful bow that causes terri- — 
ble wounds- sull, this i is ela m 


















ly. Worse; her gaze strikes at P= 1 
member of the group. You generally. = 
С see these creatures one igi а times za 

m leading a pon ES 


> 
Knigbts of À 
Danika _ 4 | 


There are only four Knights of 
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> Aside from Danika herself, these Danika in existence, and you only Ux S 
ы ; creatures are the true power in that | sec them toward the end of the | 
realm, even more so than the game. These creatures are descended 
powerful and dangerous ogres directly from the demigoddess Danika 
| E saturos. | They wield а pow- and wield swords of incredible power. (de) 
erful axe in combat, but they're Unless you're forced to fight against ——: 
just as likely to stay in the back | | them, avoid them at all costs. P: — 


ranks and attack with spells. 
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These characters all use a sword of some sort, usually a standard long 
sword or broad sword. This is one of the most diverse classes of 
Weaponry, and many of the more powerful swords allow the user to cast 
powerful spells when used from the back rank. 


You carry а sword from 
this class, as does Dio. 





These two classes of characters use a unique style of hehting that 
lends itself to a large, heavy sword. These weapons are designed to be 
wielded by masters of sworderaft, and their weight makes it easy for 
them to cause damage. Only fencers and sword masters are skilled 
enough to use these blades. 
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It takes skill ta use a 
weapon from this elass. 


= 


a= са! ыа 
E - 





i zi Without question, these characters use the most diverse 

i | weaponry available. Part of the reason for this is that skeletons 
n and all varieties of hawkman also use these weapons. Axes, 
clubs, and hammers are standard for these characters. and the 
weapons here reflect the philosophy of causing а lot of damage, 
i even at the cost of defense. 





























These character classes use whips to keep their animals in line. There 
isn't a lot of variety in their choice of weapon, bul some of these items 
are quite powerful in the hands of an experienced user. 


Beast masters don't have a 
wide choice of weapons, 


Ninjas and ninja masters strap claws onto their hands to rend their 
opponents with. Like beast masters and beast tamers. they don't have 
much variety to choose from, but several of these weapons rank am 


ong 
the most powerful in the ¢ 


game. 


Ninja weapons are large claws 
strapped to the hand of the warrior. 


i | a] Every human character (and some 
E SE 72. nonhuman ones) in your army carries 
a weapon. Even priests and clerics who 








don't actually attack in combat carry a 
mace. Each type of character uses 
weapons in a specific category. 


Weapons in this class include: 
short sword, baldr sword, stone — 


Glamdring, blessed sword, Sum | 
Mannus, їс ice blade, Dainslaif, — 
adamant katana, evil blade, falm- 
berge, Laevateinn, nephrite sword, 
_Репи ence, Notos, Oracion, Fafnir, 
1 nen Blade, Garm. 





These weapons inelude: bastard 

© sword, yomogi-u, claymore, glaive 
- of champion, kusanagi, matsukaze, 
malachite sword, kagari-bi, 
Sigmund, Durandel, Balmung, 
Chaladholg, ogre blade, Yu-Giri. 


-The weapons available to these characters 
are: halt hammer, francisca, baldr club, 
«шаг ахе, evil axe, flame flail, frozen axe, 

a mer ; Euros, axe of Wyrm, 
‘elestiail Hammer, Gramlock, Prox, 

- Undabrunn, Mjollnir, Sanscion, paua 

- hammer, Yggdrasil, Rune Axe, heavy axe, 

.= Dagda's Hammer, satan's bullova, bloody 

f cleaver, warhammer, Boreas, 


e 





 tharacters in this class. 


B x - — 11 
зла шг Whip 1 


The weapons in this class аге: iron 
claw, baldr claw, touelno, black cat, 
Lfal, Cyanic Claw, Berserk. 


sword, falchion, sword of. firedrake, E 
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Both male and female characters can use spears. Basic spears aren't 
overly powerful, but several of the unique spears pack a real punch. Your 
phalanxes and valkyries compete for these weapons, naturally. Take care 
when handing them out. Some are more useful in melee combat while. 
others are best in the hands of a valkyrie or freya in the back rank. 


‘Leia uses а Weapon 
from this class. 


ric | m x y : Dem ini a. Ж. » 


While five different character к use the weapons in 
this category, there aren't many weapons for them to choose 
from. All are either a staff. or some form of a staff used by the 








The weapons available to these 
characters include: spear, baldr 
spear, thunder spear, Osric's spear, 
volcaetus, Zephyrus, earth javelin, 
Bentisca, Culnrkolnne, Lance of 
Longinus, evil spear, holy lance, 
Ignis, Brionac. 


The staves available are: scipplay staff, arc wand, 


hemlock, Hraesvelg, Jormungand, 
kerykeion, Airgetlam, totila, Phorusgir. 


character to cast powerful 
spells. Several have ties to 
a specific element and — 
allow you to augment the 
magic cast by a character. 


Pairing up the right staff with 
the right spell caster can 
make a big difference in his or 
her effectiveness, 














The marionettes used by doll 
masters and enchanters are 
imicresting weapons because 
they are so nontraditional. There 
isn't a huge variety here, but 
several of these dolls have inter- 
esting powers, including the 
ability to pul enemies to sleep. 


The dolls you can find are: mari- 
enette, fool, Heaven's Doll, Doll 
of Curse, Lia Fail, Gallant Doll. 


While they don’t actuall. 
smack the enemy, clerics and 
priests each carry a mace as a 
focus for their healing magic. 
These are not truly weapons, 
bet for these characters, they are 
mecessary to allow them to cast 
their spells. Consequently, there 
же only a few maces available. 








The maces you can find are: 
Eshi mace, baldr mace, 
Gambantein, Celestial Mace. 






_ C doll can turn around а 


ELI 










Clerics and priests carry a weapon but 


never use it to strike the enemy. 





5 VE pe is one " the most кеш 
- spellbooks available, and its effects are 


-kill off a leader or powerful 





don't have the weight of fencer's 


Another important element to the arse- | 
nal of a spell caster is the spellbook. A 
simple spellbook allows a character to 

cast the standard spell of his or her 

class. Using a different book adds some 
interesting options in combat. 





You can find the following books: spell- 
book, book of wind, book of earth, book 
of water, book of fire, book of bane, 
Annihilation, Book of Meteor Strike, 


truly deadly. Tempest, White Mute. 





Because you start with several amazons and continue to create new ama- 


zons through much of the game, you'll use a lot of different bows. A good, 


powerful bow lets you strike for 
a lot of damage at the back rank 
characters in the opposing group, 
giving your troops the chance to 


enemy quickly. 


The weapons available to these 
characters include: short bow, 
baldr bow, great bow, ytival, bow 
of sandstorm, bow of thunder- 





Some bows allow for interesting possi- 









bolt, composite bow, Bow of 
Tundra, Crescente, Ji ylga's Bow, |нїйцєв including petrilying enemies. 


Conflagrant Bow. 


Dragon tamers and dragon 
masters use rapiers: long, thin 
swords designed to attack the 
vulnerable joints in armor. They 


swords and aren't made to be 
swung, Instead, they are used to 
stab the enemy. 








These weapons are: rapier, estoc, 
peridot sword, main gauche, 
Sword of Dragon Gem. 


The weapons of dragon masters and 
dragon tamers aren't as large as those 
of other characters, but they're 
still effective. 
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AB All human characters wear armor of some sort, even if it's a sim- The following armor types are available: cloth armor, ninja's garb, 
н | ple robe or clothing. Some of your nonhuman characters also need leather armor, chain mail, hard leather, scale armor, thunder chain, _ 
EL Rz — |]. clothing or armor. Faeries, for flame leather, ice chain, terra armor, saint's garb, breastplate, plate 


mail, baldr mail, peregrine mail, phoenix mail, Nathalork Mail, blood- 
stained armor, angelic armor, plate armor, Dragon Armor, baldr armor, 
heavy armor, wind armor, Breidablick, Rune Plate, Armor of Death, 
robe, cleric's vestment, magician's robe, vestment of wind, vestment of 
flaw, vestment of water, robe of the wise, phoeni robe, Cloak ie es 


instance wear liny clothes 
designed specifically for crea- 
tures their size. There are also 
unique suits of armor that offer 
| significant protection for the 
wearer, You'll find a lot of 





| | | armor in your journeys. feather suit, hamid foren tunic, misty coat, St tardu: ш. spell robe, 
! Armar cames in many Idaten's Mail, Titania Mail, Hwail ian an Cross, ogre armor, 
different varieties. 











at | Ch’ | Hats and helmets include: iron helm, « | 
| t | [^ | Shields and Deadgear = ěŽ | helm, helm af thunderclap, : 

































Eq Virtually every human character wears some form of headgear. Most — — band, bandanna, pointy i1 inse hachigane, leather hat, han- 
wits | headgear is of the mundane variety, offering a limited amount of protec- nya mask, burning DANG, | 
| iH | tion. Many character classes, such as dragon tamers and fencers, have a Cap, i ice bandanna, ¢ ele i 
4 i В specific, distinctive hat. _ Many character classes donot Faye shield Generally speaking, 
i d | | cud those who engage is melee combat hold oe even теп, 
I t | T б Med ES 
al e 
{| 21H | 
{| | vtr rd. 
FF | wee >” 
E 
| The fencer's jingasa has a unique, A good shield helps a character TI 
@ distinctive look. against attack. 
| a 
1 Hccessories 
е! | | Characters who don't carry a shield often carry or wear other items. While a - ~ = 
knight or paladin has all he can carry with a sword, armor, helmet, and shield, 
characters such as clerics don't need all of those items. Instead, they use ücces- 
sories to help them perform at 
the highest level. 
| woe Esel l ; = : 
Pull Strings mi EO 
АРААРАР You'll find a number of acces- 
A sories, including: Rai's tear, 
|| blue sash, ring of eloquence, 


amulet, bell of thunder, rosary, fang 
of firedrake, naga's ring, snow orb, Elder's’ 
sign, dream crown, feather of archangel, 
ring of branding, Angel's Brooch, valiant 
mantle, Firecrest, tunic, bloody emblem, 
Ring of the Dead. 





Otber Items 


_ Many other items can be used either during a mission 


or between missions to help keep your characters health y 
апа strong. During missions, you can reduce fatigue and 


restore hit points, bring characters back to life, and 
revive them from being petrified. Between missions, you 
; can affect their сози and their statistics. 





The following; items all affect the health or stamina of ‹ a (ss character or unit. 


A more powerful version of the heal leaf, this 
restores up to 300 hit points to a single character. 


Alleged to have been brought to this world by 
an angel, this restores the stamina of a group 
and drops its fatigue significantly, 


life with full health. 


Several items can Э. used to affect the nature of a battle or-enemy p units. Others affect a sin- 


gle unit or group but are not specifically related to healing. 


This potent magical item causes When used, a dowsing rod. 
enemy units in leaderless groups 
to consider joining your force. It's 
a great way lo bolster your own 
army at the cost of the enemy. 


and places it in your inventory. 


The opposite of an urn of 
chaos, this raises the user's 
alignment. 


alignment and may yt y ua ae 4 
some character = isses available 


This small piece of armor raises 
the user's vitality. 


This small stone raises the agility 
score of the user. 


The crystal of precision increas- 
es the user's dexterity. 


When the Ansate Cross is held 
locates a hidden item on the map 
- moted in that group switch 








Heal packs restore hit points La every- 
ane in the group. 


Enemy troops in leaderless groups may 
become allies, thanks to love and peace. 


This leaf restores up to 100 hit points 
to a single character. 


A heal pack restores up to 150 hit points to 
every member of a group. 


Altar of Resurrection 


This mystical item restores a slain character to 


This native fruit refreshes your characters and 
reduces the entire eroup's fatigue. 

This substance, made from the tail of a cocka- 
trice, turns a petrified character back into flesh. 


When. used during a mission, this deviee- 
slows the passage of time. 


Quit Gate 2 — 
A quit gate is an extremely useful 
item that affects a single group. 
When used, it returns the group to 
your headquarters and has it 

retreat regardless of where it is on 
the map. 


by a group. any soldiers pro- 


gender. Female group leaders 
promote soldiers to fighters and 
male group leaders promote 
soldiers to amazons. 


This device increases the harmony of a group 
and helps it пећ more as a team. 


G sblet of D stiny Champi St tuett | 


A character who drinks 
from this goblet experiences 
a change in luck, either pos- 
itive or negative. 


Any character who uses this 
item instantly gains a level of 
experience. 


Mirror of Soul 


This item increases the 
users mentality. 


A leader who uses this item finds 
his or her leadership ability 
strengthened, increasing the rate 
at which the leader and his or her 
group gain levels, 


This device increases the 
intelligence of the user. 


A character who drinks from a 
cup of life gains several perma- 
nent hit points. 














. You have some ability to direct your troops in 
attack an enemy directly in front of them in 


* if you tell your troops to attack the enemy 
. leader, and the leader is on the far left, your 


















Dow 


Regardless of his your. 
ability to direct combat i is” 
important, ant yor should 















combat, but in general, they make a lot of the 
decisions on their own. Your troops always 


preference to an enemy on the opposite side, 


regardless of how you tell them to attack. So, 


troops on the right won't attack the leader if 
enemies are directly in front of them. 














а Each of these Te 
in your repertoire of attacks. 
Learning when to use each help: 
you succeed in combat. — 






Use each of the attack — 4 
styles at the right time. = © 


When you tell a group to attack 
autonomously, you are essentially 
telling them they can do whatever they 
want in combat. Your units generally 
attack the enemy directly in front of 
them. Front line units usually attack 
enemies in the front rank, while troops 
in your back row usually attack the 
enemy's back row. 

This 1s perhaps 
the least useful 
method of attack. While your troops will do 
damage, they won't score a lot of kills, preferring 
instead to spread the damage around the enemy 
group. You should rarely use this method. 





Autonomous attacks don't give you any con- 
trol over what your troops are doing. It's 
the least effective method of fighting. 





2208 this style of attack tells your units to attack the strongest enemy in front 
of them. In many ways, this is similar to attacking autonomously, but it more firm- 
_ ly suggests to your units that they should concentrate on the toughest enemy unit. 
Again, this often means that your 
troops will damage most of the 
enemies in the group, because the 
strongest enemy changes as one isa | 
weakened by attacks. 

This style: of attack is very useful - 
for whittli ing down powerful | 
groups and: making them easier to 
kill later. It can help. you make a 
particularly powerful enemy. unit 
an easy kill. | 


Attacking the strongest enemy helps you Use 





this method of attack when you have 


cut down a very powerful unit to size. several groups in position to attack the 
: enemy, because it gives you a good chance 
of quickly destroying the whole group. 








Without question, this is the most useful style of attack, at 1 least initially, An enemy 
group without a leader cannot coordinate its attack. Rather than attacking your units 
and strongholds with precision, groups that have lost their leader simply run away on 
the battlefield, seeking to avoid conflict, They rarely = 
take over strongholds. 

Attacking a group leader and killing him or her is the 
quickest and best way to render an enemy group useless 
immediately. Destroy the rest of the group at your 
leisure, because it cannot act intelligently. When 
pressed by a large number of enemy groups, this should 
always be the attack style of choice. 


Hitting the enemy leader is a Enemies without leaders wan- 
А great way to turn a powerful der the battlefield aimlessly. 
Be _ enemy into an easy kill. They make good targets for 
| gaining experience. 







my group. you give your 
troops a chance to kill a few units. 
Your entire group gains valuable 
experience by scoring kills on 
enemy units, and that enemy is 
easier to kill off later on. 

This is the second-best attack 
style. It improves your units and By attacking the weakest enemy, you 
weakens the enemy groups quickly. destroy units and make the enemy 
sroup much weaker 








EE 


Use this form of attack frequently 
to guarantee kills. 
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The first, and most important guideline is to keep сони. іп me 
same groups as much as possible. XM will ll certainly п move > them d 
around somewhat as you. take | Е с. aut 

characters out of one group — 


| Creating powerful groups should be one of your main goals. The 
| units in your group should work together and make the entire 

| group more powerful than the sum of the parts. A well-designed 
. group can handle a battle 


















HH |. against virtually anything, to start a new group. But fo 
Ң while a poorly designed one the most part, characters 
ио o0 isn'ta match for even the should stay with the group 
weakest enemy. It takes they are in. Over time, 
Н | atin Rem. experimentation to success- groups tend to work юше 
I — | fully blend units. a little better, coordinating — 






-their attacks тоге, and fight >| -- ——— ae 
ing more effectively. Moving i pr ' has m ipei | 
troops between groups før a long tim 


Fortunately, there are a cou- 
ple of guidelines. 





| Creating a powerful group takes 


























| time and patience. destroys that cohesion, 
The units you put in groups Each group 5 should have. а 
should make a certain —— 5 blend of both melee (front 
amount of sense as a whole. | - line) troops and missile 
Units such as berserkers and | meu I I (back rank) troops. Units 
beast masters, Which ате J ~ such as archers, which are 
low on defense, work well _ _ weak physically, are vulner- 
with a cleric, who can heal | | . | _ able if they aren't stationed 
them during combat. Units | 1 —... шшш behind stronger fighter u units. 
" such as phalanxes, which | = | 
Groups that don't defend well can stress defense, aren't as — 
| lie «уи bya a cleric or priest. helped by healers. 
TM - тт уле == — 
| Don't forget about xm sol- 
diers. Over time, soldiers 
TM turn into fighters and ama- 
| zons, who can further 
oe change into more powerful 
i characters. Soldiers them- 
| selves are weak, but their 
i ЕЕ ability to suddenly become 
i | much more powerful makes D 
B them extremely valuable, Keep using soldiers, at least through - 


Keep using them and promote the first two or three chapters. They — 
them-into stronger warriors. help add new characters to your army. — 
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Pl 





Also, place characters 
where they will be effec- 
tive even if attacked from 
the side or rear. Placing 






experiment alittle. Most of = 
the time, if you change a E 
_ character's class, vou can 









ie units in the corners gives change it back if it doesn 
18. м = them а good chance to be work out for you. Play 7 
Е: | ПЕЕ ‚ where you want them even . around with different éimbi- 3 
1 І 1 B us if they are attacked from a mE = nations and discover what A 
e | : -— | different side. in нот $ works best gp: 3 | 
E This group will still be decent if Changing a character's class may E | 
ct attacked from the side or rear. give you some new ideas for eae : 
E- E У. ful combinations. - | 
E i à 















Each character has a particular terrain that he or she is most com- 
fortable in, Most of your human characters are geared toward 
operating in plains areas, but there are a few character classes that 


Success in Ogre Battle 64 15 all Жоп move- 
ment. Getting your groups into the right place | 
can turn a bad - 













situation into а. are different. When operating in terrain that they are most com- 
favorable one. fortable in, units | 

while having move quickly and — e 

them out of posi- well and don't ey T 


become too 
fatigued. In unfa- 
miliar or uncom- 
fortable terrain. 
your units tire 
quickly and move 
more slowly. 


tion can cost ou 















move is cS. а 
to your success: 


LL ia important. It allows you to 
retrea ан adi 






When building groups, keep ones that prefer the 
same terrain together. 





The lesson here is that you should try. 
whenever possible, to move your troops 
on terrain they prefer. There will be times 
when you need a group to cross mountains or 
walk through the heart of a forest. but when you 
can, keep them where they like to be. It helps 
them get to their destination PY and 
without cm шеш; - 


BT your human troops 
prefer plains and roads. Use 
. these terrains when you сап. 





E! 
Si 


Httachina and Retreating 


E s to your benefit, whenever possible, to attack enemy 
groups from the side or the rear. While your units are in 
prime position to do the most damage, theirs are out of nor- 
mal position and less effective. Front rank units that nor- 
mally get two 
attacks may 
only get one if 
you attack from 
behind, reduc- 
ing the damage 
your troops take 
in battle. 





Movement i 1$ mostly useful in 1 ning your attacks. | 
Сенте your groups to where they | need to be to strike al 

_ е enemy is important to you! $85. Most of Cut. 
attacks will be he \ 












üss will often 


pe QE LL d 


"e 


1389 э] д] 


E 





4 ары 
1 
- 


a 


If you can hit an enemy group from the side, you 


Head-to-head battles are the most соттоп. can niten have an easier battle. 
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: "e д | However, there are exceptions to this rule. It pays to know the In short, use 
T^. attack types of the different units and figure out where they will | your head when 
be if you attack from a dif- planning your 
BE — — | ferent direction. It might, attacks. Some 
d: | for instance, seem like a units may be 
Du. | good idea to attack an much tougher 
| .— {| enemy group that has a attacked from 
Efi —— | front rank cockatrice from behind. Don't 
220 т | behind. However, this rush in blindly. 
j _ — | allows the cockatrice to use 
| | its petrification attack, `, | A s 
Hm ooo | Which is much more deadly “This group would be even tougher 
AME m IP normal attack. irom behind! 


























You will also need to retreat at times. An enemy 
group may simply be too powerful or your own troops 
may be already badly wounded. When you lose a battle 
or retreat from combat, your group is pushed back on 
the map to a new location (the same thing happens (0. the 
enemy when you win a combat against them). Often, this 
puts your group in a better position or allows them to move d 
to a stron pioi t to a ve trouble. TEON even its also. 3 
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id 
A 
| 
ai 
3 - next зер. in your 
‘il E me а weakened en 
1 E 
| 
yd | After wounding the enemy, the first oroup retreats, The second TE 
d Sp i then attacks and йалан wounds the е dien 
i ы Use planned retreats to draw - 
E | vv in tough groups and whittle 
i E i5 |j them down. This can help 
. | B you succeed against enemies 
ru D that are normally too power- 
|: E ed ful for you. 
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Planned retreats сап help you destroy 
even the toughest enemy. 
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| become more powerful. A 10th 
level knight has more hit points, 
does more damage, is more like- 
ly to hit, and defends better than 
. a9th level knight. By gaining — 

experience, your troops become 
_ more powerful and useful. 


Nik dona chris оба. : 
rout QUAQUE ond ратар, 


Fortunately, you can gain experience faster. 

} in any battle in which: your troops kill an 
enemy unit by reducing it to zero hit points, 
they all gain significantly more experience 
than the single point. Killing a weak enemy 
returns a few experience points, while | 
killing a powerful one brings in more. A 


Killing enemy troops uet i 
à larger reward alter a battle. 


weaker | groups really pays ofi. 


E E 
stronger, all have Meu 
M sim cada tup 




















. You can also train your - 
units between battles to 
gain some additional 

- experience. This costs 
money, of course, but it's 
a good way to boost the 
level of a group that did- 
м n't get much chance to 
P > fight in a given mission. 


Training is expensive, but it can help a 
unit gain experience. 
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Your units rely on experience to 








The best way to ensure that your units improve is to get them into combat. Naturally, 
you will have groups that seem better at killing the enemy, and you'll be more likely 
to use them. That's fine, but don’ 
exclusively, or some of your other groups will 
lag. Having three or four really powerful 
groups is great, but in later missions, when 
you need to have 10 or more competent 
groups, the time you spend noting on your 










Every time your troops enter combat, they | - 
can gain experience. At the end of the bat- 
tle, every unit that survives gains one 
point of experience, win or lose. But 
because each unit needs to gain 100 expe- 
rience points to go up a level, this means 
it can take a long time to gain even a sin- 
gle experience level this way. 





That's а lot af werk for just 
à single experience point. 


















Try to get experience points for 
most or all of your units in every 
mission you undertake. In fact, a 
good goal after the first couple of 
missions 18 to have all your units 
gain а level of experience every 
mission or every other mission. 


Get your units out into battle. Use 
all of your groups when you can. 






















To get experience for these 
lesser groups, have them 
pursue enemies retreating 
from combat. They can 
hunt around the battlefield 
for enemy groups that 
you've rendered leaderless, 
Not only does this cleanup | 
the battlefield, it also gains 
> | —— M" ехрепепсе Ѓог уошг1гоор% 
Have your weaker groups hunt down and makes them more valu- . 
enemies that have been weakened. e 3 


t use them 





ion 


Units will have also gained 
experience, and hopefully, 
gone up in level. This may 
open up the possibility of new 
character classes for these | 
units, allowing you to aug- | 
ment them further and make 
them even tougher. 





| A new weapon or piece of armor сап 
help improve a unit. 









Finally, go through your groups and 
replace any items you used during 
the last battle. Nothing 1s more 
frustrating than entering your next 
mission and finding that one of 

your groups desperately hurt has 

run out of healing items. By taking 
afew minutes between missions to 
Ф keep your army in shape, you'll find 
| нен + b your missions easier to complete. 
Make Sure all " your greups Se the 

items they need to succeed. 


primagames.com 





ч 






rae 


ae ж LEM а 


ғу 


ô -~ omp spre tor 





Person of Lordly Caliber 






tA и 
1 аваг x 


TUPI гау 
=. 


ary 
r 























Archbishop Odiron is the one who finally graduates you, But before 
you can actually graduate, you must answer a series of questions. In 


Six years ago, you left your 
family and friends to join the 











i military academy in Winnea, addition to choosing your name (Magnus is the default) and your 
the capital of Palatinus. You've birth date, you must also make several choices that affect the characters who 

=, learned the basics, and you are now a will lead your armies and the items you begin with. Pick the choices you feel 
Ф true soldier. Your graduation from best sul your own philosophy. The differences are fairly minor and don't 






greatly affect vour ability to succeed in the coming scenarios. The only one 


the academy couldn't happen soon 
that has a real effect is the last choice, where you select your Elem Pedra. 


enough to please you. 





You say good-bye to your childhood 
friend, Yumil, and head to the military 
academy. 


k 










Archbishop Ойігол asks you а number ої 
questions to determine both your starting 
armies and your starting items. 












Once your graduation is complete, head to Akka 
Castle in the Southern Region. General Godeslas 
greets you and tells you that there is no room for 
aci king off in the Southern 
Division. To get you used to 





Z lile in your new home, 

li Godeslas has planned a train- 
| ing exercise. Which will be 

1 carried out by his lieutenant. 
йм Ariosh, You also discover that 
you and five others have been 
selected as potential 
commanders, 


General Godeslas welcomes 
you ta the Southern Division 
28, of the Palatinean Army. 





















m Next you meet with your adviser, an old man named Hugo Miller, or 
$1 Hugo the Tactician. Hugo sizes you up quickly and tells you to 
i" report to the Tenne Plains for your first assignment. You will be 
bn E m : т = 
si working with another potential commander. named Diomedes. who doesn't 
1! - А 
i: seem to like working under Hugo. 
tit 
li 
E: 
A 
а" 
v ID 
^ 
Ne E 
ai. 
EN 
ae 
* he 
Wil oe 
m 
Ж 
a Hugo is your adviser through many of Your first assignment is in the Tenne It appears that Diomedes has some 





your missions. Plains, trouble reporting to Hugo! 
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> | 
| On the map, head to the Tenne Plains. When you do, | Hugo gets right 


18 you and Diomedes are greeted by Hugo. Diomedes, or | down to business, 
~ Dio, still has the temper he displayed earlier. 











telling you that the 

_ Theodricus Mine in the 
area is experiencing a lot 
of trouble. Groups of wild 
beasts have attacked the 
locals, and bandits are ram- 
pant as well. The locals 
expect the military to 
resolve the situation. 





Both you and Diomedes are Your first mission is in the Theadricus Mine in the west. 
ready for action. 








On the map, aes Her а e situation їп a little more ў After the briefing, Hugo puts С і o [Г No matter what you select, Dio still i^ 
depth. You will be headquartered in Zemio, and you you in charge of the operation. * ; Eon UE | 
2m - Ud КЫШНЫ to fight, and doesn't take no for an answer. : 
will havea couple of strongholds you can use to rest Dio takes exception to this. and ; Š - | 
| However, if you refuse te fight, Huge will be | 
sr units. Unfortunately, the bandits control a sizable portion when Hugo leaves, he challenges you to | Быр Ore be CREE 
fonds à Sule pleased that you've shown good judgment. 
of the map to the west, a fight. You can either accept his chal- iis w 
They are centered in the lenge or not, 
Theodricus Mine, locat- Either way. ` 
ed a day's march to the Hugo will stop д 
southwest of your head- you before you | 
quarters. While you соте to blows, 


should have little trouble 
reaching the mine, you 
need to guard your west- 





3 ern flank carefully. = Wc | а 

шат overview map shows the location id | | c" — ыыы $ a | —— 5. | а 
si your headquarters as well as that of Е (^ B Dio doesn't like not being in charge. He You can choose to fight Dio or not, but z 
the enemy. | : | | likes that you are in charge even less. Huge will he much happier with you il cmt , 


you decline. t 





Now the battle truly starts. You begin died dis- - 

patched, and you have five other. groups you can dis- 

patch immediately. Do so. Send your party to the west 
ward the enemy stronghold there. Send two т more groups 


Ci p: | 1i you want to see your full briefing, 
| again, enter the stronghold i in your | 
Your forces are on the headquarters with any character. 
march. Three groups head 


















sath you as well, because this is where most. of * enemy west, two move 
activity takes place. Send two other groups (in luding Dio's) to south, and one 
ssar stronghold to the immediate south с of yc ui sta ing loca- stays put in your 
sw. Dispatch the final group and hay tt hen ! stay on at your headquarters. 


seadiguarters in case an enemy group m П oc get past your 
эйт forces. If you los se your hi quar 





arters, 5 you lose the battle. 
























of Mulsuk should have little trouble fighting 
these groups back. Have your own eroups pursue 
any enemies they encounter, and rest them in the 
stronghold once they are victorious, 
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The rebels are planning something. You must defeat them quickly if 
you are to discover their plan. 
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ture the 


control, 


Keep hitting the weakened eroups to destroy them and 


clear the way to the mine. 


Go back to your western groups. Some of them will 
probably need to rest after their battles, so pull them 


in good shape can push toward Buchanan on the western edge 
of the map. Clear this 
area out and prepare for 
your final assault on the 
Theodricus Mine. 


Billney while the other moves in 
to take Bourdeux at the center of - 
the map. With these under your 


on the Theodricus Mine itself. 


Keep putting the pressure on the 
nemy groups in the area, 


back to Mulsuk and let them heal. Any western groups 


















| Something interesting happens as your 
"| first group approaches Mulsuk. Y ou 
— see the bandit leader speaking with an angry 
wizard, who has been told to keep you occupied for as 
lone as possible. You better press forward quickly! 
When a unit reaches Hou, located straight south of 
Zemio, have it enter the witch den to learn how to T [o 





raise troops from the dead. If you lose any 
units, they may now come back as zombies. 
You сап also send someone to Jada in the 
east to use the shop there. 





Enter the strongholds at Mulsuk, on, ate S 
and Bourdeux to gather. valuableiníormation — 
about Palatinus and the ares situation. 





















.| Once you have claimed Mulsuk and moved a grou 


Hou, concentrate on the east, Send one of your. i 
way to the south to cap- 
neutral stronghold of 


VOU can start to move in 


amem your attacks en the leader, 
and you have a good chance of finish- 
ing the battle an your first attack 












ryin this sce- 
nario. If he's still 
alive at the end 
of a fight, your - 
unit retreats, As 
soon as he goes 
down, you win 
Ihe mission. 







While SEF groups EER irom the ia; | -—— — g mets 
north, Dio moves in from the south to Stabilo, the bandit leader, challenges you Stabilo is in the t 
prevent retreats. to push him out of the Theadricus Mine. t 


sake with (eg Dio. runs in rand tells yout П " ns 

Pri nee : MS has been attacked, Stabilo fi 1 p ae 
as just a ruse 

to Mec you and a division B come TUE nna leave the prince 


open [o id attacked. set = да аге: anning a eye 
- = 












| You decide that you should rescue the prince, but Dio shows a certain amount of brains 
when he reminds you that you don't have any information to work with, including 
where the prince was attacked. Fortunately. Hugo arrives and has at least the begin- 





nings of a plan. While it's too late for you to join up with the main regiment, you may still have 
a chance to save the prince. 

E Because the decoy was so large, 

p “== 41 Е "ANC E the main enemy force probably 


Let's Eo гесе teg princes." 


isn't too much bigger. Hugo puts 
you in charge of the prince's res- 
cue while he heads back to the 
main regiment to give his report. 
However, he suggests that you all 
go to where Prince Yumil was 
attacked before you start. 


Sean, take command 
and rescue the prince. 





Hugo puts you in charge of the next operation. 






















| 
n 
Head to the Volmus Mine on the map display, and your briefing begins. While 
-Hugo doesn't have much information, he does know something. You will be 
headquartered іп Suakin. The bandits 
control virtually everything else, although there 
area couple of neutral strongholds on the map. 
Because you don't know where Prince Yumil is, 
you must move from stronghold to stronghold 











searching for him. Hugo suggests using the ? 
roads to move from place to place. When the | — "Um | 

: - — ч briefing is over, Hugo wishes you luck while he Ё nsei dm oue troupe: | | ш 
Yolmus Mine appears on your map. heads back to Akka Castle. i This is your overview map. Capturing | 
Head there next. | va c the two nearby strongholds helps keep yy 
\ Huge suggests moving along the roads to your headquarters sale, 3 
l head ofi the bandits and find the prince. 2 
As with the last mission. start by dispatching | Senal is heavily guarded, but you need to push through it. Once 2, 
your forces, Send Dio апа two groups west, з you get there, send one group east to capture the neutral strong- ren 
= then south — hold of Berberah, then have this group rejoin your others. See 
wsad Dese. You ; : > 
ith the ' Te 
æj two other groups С, b 2 ; el — ‚ eee а а d а 05695 
should move straight E. aL: = loo Wo ae > "E HN t heit Р to е Eo 
seath toward Senal. hi Ч | "ч pers pu pe |i Ши ү risit ME 
Have the seventh destroy them and pre- ties: 
d$ eai huit oe vent them iram get- fd 

3 = 4! | + а = =. : a 
каш headquarters. шы не ы o 

4 s rd 





Senal has been liberated. Another group 
moves east to capture Berberah. 












When you approach Ishro, you see a few of the rebels talk- 
ing about the prince, They are very distressed to see that 








IW 
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+ | The strongholds of Dese and Xeira con- 
| tain shops while Senal holds a witeh | 








| > MEN > you are the Palatinean Army and not the scouts they were 
га ie den. People in Ishro and Eldrett tell expecting! Fight them back and liberate Ishro. and you will also 
With ты апа Desc you a little more about the troubles of liberate the prince. 
D under your control, send the common people. - is. \ 





ET | your character to the 
seetheast to Ishro. This is where Prince Yumil is being held. | 
Yee can have your troops in the west move toward Eldrett in 

E south, but they probably will 
set set there before you rescue 
Жашы in Ishro. 


2 Катты 
"Alright! Ishro has 
bean liberat ted! 


д ла. + МЛ rae 


"m 


< 401861 





As you near Ishro, the enemy is talking Capture Ishro to free Prince Yamil. 

about the prince. They're waiting for a 

scout and are upset when you appear 
instead. 


Seve toward Ishro. While it doesn't mat- 
ter whe rescues Yumil, it looks better ii 
you do it yourself. 

































I 
| In Ishro, you come upon a building where уои are the only ones who were dispatched to res- 
| the prince and his two escorts are being cue Prince Yumil. However, he offers youd | 
— held: Untie the three and discuss the situ- chance to prove your worth by conquering t the | 
ation with them. One of the prince's men, a knight — rest of the rebel forces in the area. You aren't sure 
named Rhade, is less than pleased with his res- such drastic measures are necessary, but Rhade | 
cue. He's even less pleased when he discovers sj Ж ists that you eliminate everyone who opposes 


that you and your troops are all rookies and that he royal family. E ee 


Once in Ishro, you find the building where — 
sig i 3 


- = 





uM 


kom P but Rhade i is s C4 


tem Rhade us him inci 
Yumil i is upset by this, but. it sec ms 
controlled by his two escorts. 


| айе muitis the rebel in cold blood. 2 





Your mission objectives have changed now. You must capture 
the rebel headquarters; located in the Volmus Mine. You are 
already a good way toward capturing it. Move your troops to 
Eldrett if you haven't already. You'll then control more than half of the 
map. Destroy the group protecting Eldrett, then send one of your armies 
to the southwest and liberate Xeira. This 
should leave only the Volmus Mine for your 
troops to attack. As with the previous mission, 
move in with everything you have in the area. 

















PUE UA 






With Eldrett in your hands, push south. 


Take Eldrett to the southwest of 15го Take Xeira and camp around Volmus Mine. 


and hold it against enemy attacks. You 
ran rest your troops in it before the final 
assault. 
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Qad, to win. Il the ‘leader: hs 
s alive at the end of a fight, your — 
wm forces will be pushed Баск, Attack 
ie кайг with everything you have to | 





When the bat- 
tle ends, the 
enemy leader, Qad, 






















pu visone asks you to kill him. Anything 
Rhade has in store for him 
| ao fire on (ad ln will be much, much worse. 
Concentrate your fire on | 
bring а вй end to the battle. 





| Waitat Volmus Mine for the prince and his escort to arrive. While the prince thanks you 
for saving him and conquering the rebels in the area, Rhade is still not pleased. He wanted 
Qad dead, not alive, and he isn't willing to listen to: what. the rebel leader has to say. But 
Qad talks anyway, and attacks the nobility Гог treating the common. people terribly, Rhade is . 
offended and draws his sword. While Yumil wants to stop him, һе doesn’ thave a chance. You also 
try to stop him, and Rhade hits you before рл Оаа. 





Finally, a wizard approaches and paralyzes you all. covering 
e. a р еј the retreat of the rebels. While Rhade and Jeal run atter the 
: pe together while а sec- bandits, Yumil tells you that there was nothing hie could do 
с ant his escort from leaving. to prevent the violence of his escorts. 













бай aarrowly escapes death, thanks to The mysterious wizard, Saradin, immobilizes everyene 
some timely help. so the rebels can escape. 
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The rebellion was expected to stop once the 
the plot to assassinate Prince Yumil failed. revolt had been suppressed. However, this is 
The mastermind has been executed, but — qnot what happened. All over Palatinus, peo- 
rumors spread that the true person behind the plot ple met in secret, planning their uprising against the 
has escaped and that another person was executed | — nobility. While most of the rebels come from the 
-  . jm his place. poorest people. all classes harbor resentment 
Meer n against the crown and the nobles. 


| Thanks to the Southern Division's actions, 





























Jd | | | | 
au " Va | 
3-1 Stabilo is executed in place of Qad. (m E 
E: No wonder the rumors spread! ET peaple of Palatinus meet in T iii " ) 
*- and plan their revolution. 4 - 
Г Meanwhile, you have been recalled to Akka Castle to \ 
7) meet with General Godeslas. Godeslas tells you that 
M the rebel activities have become more aggressive. The 
real problem is that they appear to be coordinated across the 
country. To fight this, he has organized the Southern Division 
specifically to stop the rebels. To help, he has promoted you to 
| captain and gives you a battalion and a tactician. Finally, he 
ii tells you that the rebels in Fort Tuatha must be subdued, and 
Я. that you should report to Crenel Canyon. 
Я 
1 
i 
У 
E. Crenel Canyon appears on. 
| your map. Head there now to” | PE we 
receive your battalion and — — t UM 
your new orders. Upon your arrival, | SETA í Phe first adeat 
| you gain a new battle group, headed j busin ess is to give 
„ез by Leia Silvis. She's a capable com- , © your new battalion 
О mander who will prove to be very While "Blue 
m valuable in the battles ahead. Your on 
| 1 = new tactician turns out to be your old ihe A c Him 


ЕА | one: Hugo Miller, 
Степе! Canyon appears оп your тар. 
Go there now. 


Serre уф! е re ee ы ги 
каз 


tr 






Leia Silvis has joined your battalion. Just alter Leia joins you, Huge 


She'll he useful in the fights ahead, appears as well. as MN Tm: T ! 
a н ase Hugo approves ої the name you select for the battalion. 



















Once your battalion is named, the briefing for your next mission begins. When the mission begins, dispatch your groups. Send one directly over” 
You will be headquartered in Baldera while the rebels are currently the highlands to the west to reach Kiefer. The enemy group here j 
! holed up in Fort Tuatha, a day's march to the northwest. The four other charges, but you shouldn't have too much trouble pushing it hack. Send. 
sseoneholds on the map are all controlled by rebel forces. Two good roads lead three groups straight 

to Fort Tuatha, and recon- — | — north toward Movae, and 





naissance suggests that take two up and around 
- rebels have been dis- the highlands toward the- i 
patched along both roads. bridge in the west. The =} 
Hugo suggests following seventh group can either | 
both roads to stop the stay in your headquarters 1 
. rebels cold, then regroup or move with the groups 2 
and smash the fort. going west. 








All four af the — have valuable - | | 
| information concerning the revolt this - | | fe 
"S time. There is also a iteh den i in Boolem Dispateh your forces to the nerth and west. You may 
The overview map. This is a small battle, without many and a shop in Kiefer. M want to have someone stay behind to guard 


enemy fortes or Nene your headquarters. 


















Your initial goals are to 
crush the rebel armies from 

- Movae and Kiefer as well as 
the one that moves down from 
Boolem in the west. Your 
army groups should have 
little trouble forcing them 





















back, and you should cap- Push inta Mavar in the north. With 
ture both Kiefer and Movae three groups, уви shouldn't have much 
on the: Piet day of the battle. | f) trouble forcing the enemy away. 





With the enemy groups destroyed, keep your groups in these two strong- 
holds to recuperate their lost hit points. When they are ready, send the 
"groups over the bridges to the north. Move in and take over both 
Boolem in the west and Carnot in the east, and destroy the groups in the vicinity. 
If you can, stop them from retreat- 
ing all the way back to Fort Tuatha. 








Leia destroys an enemy group, prevent- 


ing it from retreating and healing. In the south, three groups approach Boolem. - | 





You should reach Boolem and 
Carnot around the same time, and 
your groups should easily over- 
power the enemy forces holding them. 
You're confronted by an angry wizard 
when you reach Boolem, but he only tells 
you that the rebels won't give up. 





The wizard speaks to you, but it won't help his forces 
stand against you. 




































Person of Lordly Caliber 


Once you have both Boolem and Carnot, 

make your final push toward Fort 

Tuatha. Have your groups scour the area 
for any remaining enemy groups, but move your 
hero directly toward the fort, stopping to camp 
nearby. When you are fully rested, charge the 
fort and confront the enemy leader, Efeminette. 





Boolem and Carnot are yours. Move in апі 
surround Fort Tuatha. 






Efeminette ‘welcomes y a 
E. | Бееп HA жыш re 
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i Efeminette's force is quite s powerial 
1 but if you are careful and attack her "f 
4 directly, you can kill her in your ini- 
at tial attack. If not, come back and try it again, Ur 
t or send in another nearby group. All of your 
armies are close by, so it shouldn't be too 
t hard to find someone to finish her off. 
zi 
2 
E. As Efeminette dies, she tells you to 
follow your heart, Before she can 
z. explain what she means, she dies, and 
=.) the battle is over. 
= After the battle; Hugo р , n 8 T: е 


have come through. You have two jobs: escort 
through Mylesia to the northwest, and rebels | pon om 


the Zenobian border to the south. You can choose which to do first " but » 
you must complete both tasks. 
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Which job to tiki fon Ба ai sagi аали, 


ms 


but you can do them in either order. 
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Опсе їп Мука. Hugo fills you in on the details. Prince Yumil and D. 
his party are attempting to reach the Western Region safely, but the Re Й 

Revolutionary Army has seized the castle that once headquartered the == ie 
Western Division. So, you must regain control of the castle quickly. | 


While you can Arm 35 of be two missions first, 
escorting Prince uia is иш easier. You. can get 








The Western Division has lost its head- While there are a lot of rebels to battle, 
quarters to the rebels. You must reclaim it. they aren't organized. 





ЕЕС ‘se the map to select Mylesia, the northern 
| n. the two choices. 








After the briefing, Huge tells you that the prince wants to see you. = _ 
You suggest that completing the mission is of more importance, and 
that you can see him later. Dio, wondering why the prince would 
want to see you, asks what your connection is to him. When he discovers you 
are the prince's friend, he explodes. Perhaps he believes you have achieved 
your position not from earning it, but because of who you know. 


The map (his time is wide: You start in n tli east, with your head- 

quarters in Castle Dunkweld. The rest of the map, including the 

enemy headquarters at Castle Burgund, is held by the rebels, 
ieee there is a single neutral stronghold to your immediate southwest. 
Whale you are fighting, Prince Yumil's party wanders west. They are strong, 
тай bep them out of con- 
Был й you can. Because 
@ the distances, Hugo 
— wou that the troops 
eal he marching a lot. 
See them when you can. 














Maybe a vietory here will help Dio 
understand that you've earned your 
position. 


The prince would like to see you. 





The witch den is in Tubulk, and the shop is in 
Elgorea, In Lehobath, Harraive, and Тата, you є 
learn теге about the reason for the revolt, as 
| as information regarding the prince's relationship — 
With his father. dis | 












Prince Yumil tends to stay 
in the north initially, but he 
moves from place to place. 
You must capture both Tubulk and 
Lehoboth on the first day to keep 
Yumil's party out of combat. 










ies encircle to the west a ied Yumil's 





group starts out moving west. — нт 
| — | Capturing both Тирик and Leheboth 
Confront the enemy groups as quickly as possible gives you bases af operation to 
te keep them away from Prince Yumil. work from. 
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E 23 TT Initially. all of the action is in the north. You must This is important, because soon after Yumil reach- 
N e ; contend with two powerful groups here, so deploy es Tubulk. he turns south and moves toward | T 
2 unn x in force and capture the stronghold so you can Lehoboth. Even if you have been pushing the VUE ж зщ a 1 
3 Кеш. heal. In the south, once you capture Idorf. the enemy starts -| enemy forces back, there's a good chance he'll get caught ————— са ж 
: g - to appear. Push them in a battle on this road. ect uox. 
EC away from Lehoboth Don't worry if he does. - нь 4 
i nap and capture this His group is very strong, 
8. - stronghold, Keep pur- and if you've been fight- Я 
Ho suing and destroying ing the enemy, they'll be 
E p ; the enemy groups. weakened. | - 
Т. 
ей, 
m Р ; 
Once Yumi! reaches Tubulk, he turns south and follows 
| ieee the southern road. Act quickly to destroy the groups 
4 & | along this route. 


Now things get interesting. Once everything between 





Lehoboth and Tubulk is cleared out, get ready to move. T ү а. me”, | - the groups here as quickly as you can. 
K Send two units northwest from Lehoboth toward Ed 3 p EG OE. 156 is - Yumil i is heading. In 


Phuntua. Have the third group in the Lehoboth area cross over B e 24 north. move as ‹ ly as possible. In Elgorea. 

the hiehlands and liberate Harraive in the south. Move the TE Я E. Iter ned Troi who wishes to join 

group guarding your headquarters up, lagging behind the other ell be a pretty good 
units. In the north, move everyone toward Elgorea. aT 





AA dA wA s үс, 


AL] 
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| You tan skin ein. hut talking it prevents the enemy 
units here from attacking your groups irom behind. 


1 


Ld 


3 





jun ЕБЕ to Phuntua. and from there, he d | 
for Castle Burgund immediately. Don't worry about this. 


i 
thet Fae н Pg all 


E Yumil's party is strong enough to survive a few battles. Get 
1 vour troops moving to = 


back him up, and 
move in from the north 
to take Taza. 










E 
s |] Т 
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Prince Yumil ends up fighting at some point. The hest thing that can happen is for his 
ergup to lose and be pushed back. This gives you mare time. 


TN Tm ai xl. ШГ s мө. 
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| Yumil and his group move toward Castle Burgund as quickly as 
| they can, There's almost no way to stop them from entering col 
“at some point. The best you can do is weaken the enemy so that 
Yumil’s party doesn't take a lot of damage. RUE > 













Taza is important because it's so close to Castle Burgund. Use it to heal 
your troops between battles, while staying within quick striking dis- 
-tance of the enemy headquarters. Move in and confront the leader there. 


= = oct 4 
























Yumil will likely attack Castle Burgund. Don't worry if this happens. If yeu have ather 
units nearby, you ean prevent him from attacking more than once. | 
After the mission. meet with Prince Yumil. your childhood friend. 
He invites vou to join him and right the wrongs of the kingdom, 
but at this point. you aren't sure that Yumil has the right answers, 
either, But he is passionate about wanting peace in the kingdom. and about 









centrate yours — 
- attacksonihe —— 
жайт. and all should 
s» pretty quickly. You 


wanting changes made, 








send be able to beat 
es army in the first or 
«самай battle. — 
дее Еа а 
CRM TD 
| " - | B | 









There's no playing around at the 
start of this mission. Hugo gets 
right down to business and starts 
ee beefing. For this operation. you're = ss 
scaligeartered in the town of Ethawella, — 5 
sed in the north, Fort Crenel, а day's 7 
headquarter - 


After the briefing; Hugo tells you that _ 
the Revolutionary Army is acting 
^ strangely. Instead of gathering their 
forces and heading north, they are marching 
south, toward the Zenobian border. 






puc] 










your next mission. 


ij 


The rebels are acting strangely, Instead of marching to 
the Palatinean capital, they appear to be retreating Lo 
Zenobia. 





The overview map shows the two paths to the enemy 


Perhaps the rebels aren't ready for you. headquarters. 
Act quiekly to drive them back. 





























First. go to the , 
‚| Organize screen 
Р” and create a unit 













As soon as your units art moving out, youl] —— — | 
see enemies located both in the south and ee PA noe 
Attack them oe ae 
with everything you 

have. Send at least 
three groups in each 
direction. It's a good 
idea to send an extra 
group south, because 
of the distances. 

Your troops will be 
more tired, and the — | 
battles will be M 
tougher here. — 





x 









X = group. Mave a few units 

around so that he has 

. some power other than 

— simple soldiers, then. 
start ‘dispatching groups. 


20 К 









mmm Make a detachment with Trai as the leader, and you'll 
den іп Karya. — have an extra group ta dispatch. 





In the west, if you push the enemy group Баск. they'll capture the 
neutral stronghold of Karya. Don't worry about this. Move in with 
your groups and push them out, claiming it for yourself. Rest your 
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road, büt don' t TER Elle yet. Instead iti 
Elle and Fort Crenel. This gives you a cl 
groups before they make itto the fort. Do the 
with the area 
around Dem 
Vidro. Capture 
both strongholds. 
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i Е Instead of push- 

ij ing the enemy 
=Œ ji toward Fort 

i |  Crenel, attack 

2 from behind and | dar H EB ZA 

= push them into | © _ es. CC 
EE | your other units. — ine conl 


-m 7 
- 


Б 


Prima's Official Strategy Guide - 


Fort Crenel holds the foreign knight 
who saved Qad in your second mis- 
sion. Debonair of the Wind is 
extremely powerful, and his units are also 
very tough to kill. Because of his strength, 

you are best off fighting his minions until only 
Debonair remains. Then move in with all of 
your groups and hammer Debonair until you 
smash him. This takes some time because he 
С) has so many hit points and is so strong. 




















































Siri isa difficult opponent. DT leal s incredible - 
берй We pred жїн йн AF 


| Attack Dehonair's underlings until he stands alone, then mave 
in all your groups and crush him. 


Once you defeat him, Debonair confronts you. He's retreat- 
- ing to Zenobia. and he's taking the Revolutionary Army with 
F — him. The refugees are fleeing Palatinus. You pursue them, 
А ў only to find the others who helped Qad escape. They challenge you to 
do the right thing and l = 
help the rebels against — 
the terrible rule of the 
nobles. They also tell you | 
that the strife inthe king- Ё 
dom comes from the neigh- _ | 
boring kingdom of Lodis, It's — 
food for thought as you 
begin your next mission. 









it's all heen another diversion! 










A messenger arrives for 
you as you are talking 
with Hugo. He's carrying 
news from General Godeslas. 
You've been called back to Akka 
Castle for further orders. Head 
there on the map next. 












Use the map to Wee d to 
Akka Castle. 






las tells a ‘that the diei are "Lies to retake 
Tus Mine. and Де pede er areas. Мое importantly, Е 


Слана беба, ‘assault (һе mines, Fea askin, and end the revolu- 
een all af once. Because of your recent performance, you are put in 
eme of this operation. It's an important job, but Rhade tells you all 
«ee mend to do is create a diversion for the Central Division. Head back 
© les Mine on the map to prepare for the next mission. 
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_ Before the mission starts, Ariosh 














In your briefing, Hugo tells you that your orders — —— > 
 funs in to Godeslas’ hall and are to capture Frederick Raskin, the leader oft the - ER: 
Actes bad news. үе rebellion, You'll be headquartered in Dese, and it's AN T MR. 


the only stronghold you start with. The enemy is in Fort | Fa- 
Bulan to the northeast, but there are plenty of enemies to LO 
the south as well. This one will be кон ! ; 


- 
Li 











vow cue Division made it easy for them 


-fallen on you. . Your new task is to com- 
plete the operation by yourself! 








E id inei pe dori i b ihn: е | 
mobility and believe the revalutian hi tien Ås ie Г 
mission, п, the witch den is in бела andthe ship is in Xeira; 












Before the mission starts, your orders change. You're on your own for this one. 


: ZEE | You've got enemies on three sides in this conflict, 
| which means you must protect your headquarters саге- 
к гу. Dispatch all of your groups, sending four south 
to Eldrett and two east toward Senal. Two more should stay 








There's more resistance to the east initially, se send two 
of your best groups. 












You notice an enemy group heading down from the 
north. Your groups at your headquarters should be 

able to push them back. Keep fending them off, send- 
ing one of your groups to track them down if they keep com- 
ing back. Destroy them to keep your headquarters safe. 








the south. Монс two units south 
from Eldrett and surround. Xei a, 
hitting it from both sides. — — 
Capture it and rest your units, - 
Then take both groups from here 
and a third from Eldrett and cap- £ 
ture Volmus Mine. Two enemy 
groups await, so the battles will 
be a little tougher. 
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Ni = eae 
RS т“ 
“The battle around Votmus Mine i diffi- 
lis cult, so move in foree. 
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Once you have captured. Volmus Mine and destroyed the units around | With the south i in 
it, gather your southern units back in Eldrett and move three of them your control, it's time 
east toward Ishro, Again, there are two enemy groups in the area, so SE to turn north. Move a 
expect some tough battles. With Ishro captured, send a single unit over to unit back to your headquar- 
rah to claim it t giving: you the entire инша pornon ot of the due ters in Dese and send two 
= oe from there north to Kaezi. _ 
From Ishro, send everyone up 


to Senal, and move everyone 
under your “control, you ned 
only worry about the enemy - 
headquarters in the northeast. 


© he units guarding lshro are very tough 
and take a lot of fighting to destroy. 









iei rest uf yf ib tel ie. Whe 
they are aid in bo back: eas 
te sles everything you have. 















СБ starts, hit Vaina with every- 
- thing. It may take two tries to take 
him down, but that's all you need 
to tonnide the battle. 


Concentrate on Valna to 
defeat this army. 


. Worse, Rhade commands 

| you to kill Raskin! When 
you refuse. he accuses 7985 

of being a traitor, like your father, _ 

who was accused unjustly. Godeslas | 

calms you down. You have a choice 

to make now. You can choose to 

kill Raskin or not. If you refuse, - 

Rhade says you'll be demoted. E 




















Do you have the courage to kill 
Frederick Raskin? 





E tells you not to he disheartened Even facing death, Raskin shows 
jer daing your job. courage. 
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| Threatened, you tell them you will kill Raskin. Rhade throws you 

_his sword, which you use to cut Raskin free! Dio j joins you imme- 
= "diately, takes the sword, and guards your retreat as you flee with 

| А Ex M Raskin. You escape, but Dio is captured. 


meet pes! 0 let 
try 29 - 


үп 





HN 
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On your map, you lose the path to Akka 
Castle, but gain the ability to reach 





E Raskin. He makes you a Vx HEAR 
ET Gunther Piedmont. Head there now. autonomous force, able to act oi E 

Е A as you see fit. However, Raskin has a job for y 
4 £ You are to liberate the mine in peche 
3 ! north to Dardunnelles. He can't tell you n 
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1 | а 

H , Go te Gunther next. 

fi 

E Raskin inks you when 
e He's gat a new job wm 
7 


| -| In addition, you must rescue someone. Asnabel 
| Birall, called the Iron Hammer of Palatinus. 
could be a huge help for the Revolutionary 
Army. You also 
discover that Hugo 
once fought along- 
side your father. 
He knows your 
father was inno- 
cent of the charges 
of treason brought 
against him. 
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You have another job as well, Rescuing Birall could help 
the rebellion. 








When you arrive, you are greeted by 


says you will understand When yon 











After your escape, Raskin thanks you for saving him. As you cos- 
sider your action, Dio arrives, followed by Hugo and Leia. They 
have joined with you in rebellion against the kingdom. Unable to 
rejoin the Southern Division, you join the Жош, Army! F 
















т in the northwest. Gunther Mines 
! through some rugged terraim. 
s аге easy to take, but expec 
Ч 1 the rest of me mission, а 


















T The pe isis in the wi 
by а very powerful — 
group. In the east, W 
the group holding 
Burgunny isn't as 
strong, but there 

are plenty of ene- 
mies to the south. 


ny 
Же 766 


E" soon as you move, enemy groups appear 
in both locations. 





= А couple of those enemies from the south 
Е attack, and they're extremely powerful. You are 
© likely to get kicked out of Burgunny, but a con- 
i "m ee А 






attack сап міп и Баск. Bring another group ‹ c 


2 mm 
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When you take Cayes, you are app 








MEI. 
EET. ur 


asks you to help Asnabel Birall. You must be close to him! The 
girl asks to go with you as well, and you can add her to your units 


© sow wish. She turns out to be Birall's daughter. 


Move a couple of units east from Cayes toward Inckell. Your goal is 

ou and away from Gunther 

to Cayes and crush 
а cm Expect the resistance here 


to draw an enemy unit or two toward you and : 
Mine. Try to lead the enemies all the way back 
S= with your units there. Then go back and claim: 1e 
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Expect the armies around Burgunny tu 
. he very strong. 


ached by a young girl who 
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to help clear the way into the town, and try to destroy 
the leaders of these groups. While the groups will still 
be active and strong, they'll wander aimlessly, and 


you'll be able to snipe at them and whittle them down. 


dr rmm 


The two strongholds are captured, 
There's still а lot of activity in the east; 
destroy these groups before you attack 
the enemy headquarters. 








When you are 
ready, move in to 
Gunther Mine. 





to be incredibly difficult. 
The enemy group is quite 
powerful and attacks with 


eroup waiting to ambush 
you. Fight past them to 
reach the mine. 






= | Moving back to the cast, send a strong group down to Kinseya when 
the other enemies in the area are leaderless. The group holding 

Kinseya is easy to defeat, so you can claim this stronghold easily. - 
This is a very valuable staging area for the coming battle. 





Kinseya shouldn't be hard 10 take, but 
, the area is still crowded with enemies. 
id EEG ie 


everything it has. Plan on a 
surprise attack by an enemy 


Surround Gunther Mine and move 


- Your switching to the Revolutionary 


“a =>] 


! E 
In the west, move a unit ME 
south all the way down o — — ЖУ; 
Cayes. This area 15 pretty ON I 
safe, and it makes a useful staging 


area for your attack east and into the 
enemy territory. | e 
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Cayes is far away from the enemy headquar- 
ters, but it's a good place to rest some units. 
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‚а= With the enemy defeated, you Ow 
T. can reunite Asnabel with his 
“Е daughter. You discover that 
he also knows your father. Even bet- 
ter, he offers to join your battalion. 
Accept his offer, because he will be a 
very good leader for you. 


Birall and his daughter are reunited. 


Asnabel Birallis а great warrior, and he 
will а ранеты help оп future missions. 
a fot 


5, 8 


You're going to 
4 Dardunnelles next, so use 
EIU map. to take you there. 


.| Before your mission starts, you see a knight named Sir 
y Baldwin meet with General Godeslas. He tells Godeslas | 


that he should expect to be punished by his рео lor 
the state of the Southern Division. He 


states that there is à way to end the revo- 
lution quickly and gives Godeslas an 
item that will grant him power. 





j " 
Move to Dardunnelles ani Eel ready: ior а 


very tough fight. avoid punishment. 

















At your own briefing, you are И 
greeted by Destin the Valiant, 
E the knight you have faced a few | 
limes in nie past. He tells you that rein- 
forcements are headed for Akka Castle. You 
are to liberate the area and prepare for à battle 
with enemy forces. Simultaneously, Destin and s E 
ЕЛ his forces will assault the castle itself! | w 


he n 


1 vedi in the town od 


} 





You are now fighting on the same 
side as Destin. 






When the mission starts, an enemy group is 
already approaching from the south. Before 
E you do anything, you must stop this group. It's 
a tough group that may take several battles to push 
back, but you need to protect your headquarters. 


|| 


| 
| 


| m the strongholds, you hear rumors about 
monsters being used by the Southern =~ 


Division. You'll also find that the people 
hope that the revolution will succeed. 





| Move a few units south to block the powerful enemy 
group approaching you. 
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Send a few groups to the north to liberate 
Melphy as well. This makes a good stag- 
img area for further attacks. Meanwhile, — 
= æaly to fight at your, headquarters, because 
miner enemy ea ‘is morie in аа the 




















` Something isn't right. The Central Division reinforcements have heen slaughtered! q 
Godeslas has summoned ogres and gablins! SEE 


When you first 
encounter this 
group. you find 
something very disturbing. 
This enemy group consists 
of an ogre and goblins! 
These creatures have slain 
Central Division soldiers to 
increase their own power, 
and they are now coming 
for you. Stop them quickly 
by attacking their leader 





When the gr гыр. 
a to the neutral шр of Adigrat. Another CERA RN eroup 
3 appears here. and again it consists of a lot of evil units. Move 
coms them in force to push them away ana claim me stronghold. 


Concentrate on the leader to ай it having to м Ше 
mare powerful creatures. 































АП of this takes some doing. and you also vet see by additional 
groups from both the north and the middle. Keep pushing these коре 


_— Баск and keep your 
own units protected in the - 
| strongholds. By the end of 
the fourth йау) you should 
have cleared the way to 
both Bungasue in the center 
E D UI the 
north. Take them both, but 
be ready to fight for 
Dardunnelles. The army 
here is very strong. 





ET path to Dardunnelles is dia, and " gutem. 
around Bungasue are leaderless. 

















When vou are ready, move 
your troops toward. Garu 
Kaio from both the west 
and the south. The enemy holding 
this town isn't that powerful. Garu 
Kaio also has a witch den, so move | 
in the units who have lost charac- 
ters and revive them. 


South of this, when you've cleared away 

a few more enemy groups. send some- 

- one over the mountains to liberate 
Ramballene. It's a good place from which to 

assault Garu Kaio. and from there, the enemy 


headquarters : 








With баг Каш == your mu i, 
smash the enemy groups, then mass your 
troops against the fort. = 


Take Ramballene to put you in position to 
attack Garu Kaio to the north. 
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Now move in and surround Fort Akkisis, Your — to attack Ariosh directly, so you must wear him down. 
old boss Ariosh is in charge here, and he's got Move in as many groups as you can to beat up his 
an extremely powerful ogre with him. That units, and when you can, eliminate Ariosh himself. 
makes this battle very difficult. Worse, there's no way 
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т ; ur 2 Р —- “кй J 
г! d uter _Ariosh has an incredibly powerful ogre in There's no - way to battle А Destroy what уви сап and еер 
[i cee his group. him moving to whittle his units down, — — 3 ie 


When the battle is over, meet up 
with Ariosh and ask him about the 
monsters fighting for the Southern 
Division. Destin tells you that the ogres are 
actually from the netherworld. Ariosh tells 
you that Godeslas sacrificed people to cre- 
- ate these creatures, 

































E It's time to 
ir return to 
E Alba to = mutiny by tl 
: | finish business in Southern Division: dn [m 
н the south of the Southern Division has 3 ч 
wi Palatinus, Head been completely cut off from ; 
ami there now for your the rest of the army, Destin = FEE. 
ah last mission in this is dispatched to deal with th f £ 
AH chapter. monsters, and you are left t E 
zr | — m deal with the remainder of E 
M It's time to return ta Alka and Akka the Southern Division, = 
ie Castle and finish your work here. 
E 


You start this mission in day's march to the north. There's a 





Allada. at the southern end only one route, and it's heavily po There is a witeh den 
of the map. The Southern defended. Hugo. suggests wai as 2j Bowende and shops | 
Division, naturally, is in Akka the enemy ta come to you and then in Geohel and Vertze. 


Castle, and they are close-only a half fighting them off one at a time. 





Dispatch a number of groups and wait for 
the onslaught. Move a few of your units just 
north of your headquarters to prepare for the 


= ] be very tough. 
but with all of your Soups. you should be beg to 
hold the enemy back. — — 





m soon as the mission begins, enemy | Place a few groups nerth ої your head- "es While the enemy groups have a lat of hit 
groups move to attack your headquarters. quarters to fend off the enemy. ‘points, you shouldn't have ten much 
Fortunately, there are no ogres this time. trouble fighting th them ofi. 











While those troops are on their way, send thee 
more groups north from Bowende to capture — 









With Bowende under your 


Fi All of this 
control you can start looking 





takes some 
ime, and for some other locations to Edepar. Any of the wandering enemies you | didnt 
your t units will be move to. Send three or four units kill off end up 
constantly. fighting. — east to liberate Geohel in the south- here, so expect a 
Don't worry too much - east corner. You can use these troops | pretty tough fight. 
about this. These to move north eventually, but for Edepar is important 
now, stopping the enemy from mov- because it not only 
jing in this way helps keep your gives you access to 
headquarters safe. | Naroque in the 


west, it also puts 
you in position (0 
take Akka Castle. 
Geohel is liberated, and your troops are 
on the march north ta Edepar. 





the E t — —— i 
; Send over a large force te liberate Geahel 
in the east. 





EDI “rir 

h ' 

m = e es зар west or go directly for 
the victary. 


When vou attack Akka Castle, you see Godeslas regretting the 
recent events, but only because they have reflected badly on him. 
~ Baldwin, the knight who gave Godeslas the power to summon 
ogres, is there as well. It appears that Baldwin isn't what he seems to 
be—he's an agent of the netherworld. He leaves Godeslas to his fale. 


Move your units north from 
Geohel to attack Vertze. 
While this isn't a critical 
place, it's a good idea to liberate it 
so you aren't attacked from the east. 
Send a unit or two from Edepar to 
Naroque and liberate this stronghold 
as well. With these under your con- 
trol and the wandering enemies 
destroyed, you can mass your troops 
against Akka Castle. 





at des ha 


[odeslas is left to his fate, and it's not something he wants to face. 
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With your victory, the people rejoice. But you are troubled, Lodis 
and the kingdom now stand against you, and you still must solve 
the mystery of those monsters. The situation is difficult. but not 


hopeless. You need to fight harder. 





еен ак сап kill off Codeslas in a single ЕМ. 
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А few days alter the liberation of the Southern 
Region, the king of Palatinus was ordered to crush 
the rebellion. The | 
king decided to use the 
Eastern and Western 
Divisions of the army to 
do the job. Orders were рте A^ 
sent, and troops began Se a 
training and planning to n - 
take back Alba, - 
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(| Two months later, a new general was installed in the 
) Western Division, and the troops marched on the 
Revolutionary Army. Several skirmishes have since been 
fought, but the real battle has yet to take place. Meanwhile, the 
Eastern Orthodox Church has remained'silent, despite having been 
given the same orders. 
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The king plans to move against Alla. 


A new general readies his troopsand 4 








But the bad news for the 
Revolutionary Army is just 
beginning. The new leader 
of the Western Division-is none 
other than Prince Yumil. Worse, he 
has been approached by the das- 
агу Baldwin and given both a 
sword and а хегуаді. Baldwin is 
planning something. and he's using 
Y unil as his pawn. 





Meanwhile, inthe 
Revolutionary .— = 
- Army, the troops 

are gelling restless, — 
Trouble appears tobe _ 
coming from all sides, 
but there is no plan of 
attack. The Eastern Region \ _ 
is quiet, mainly because it is : 
under the watchof the —— — 
Central Division. ES _ 


= 








| Sy. — 
Are you destined to meet Yumil on the battlefield? Baldwin is plotting something, 
and none оѓ it is good for you. 


JA A warrior named Xevec suggests liberating it and using the people who are Frederick and Xevee talk later. Xevec is 
E ol enslaved to the west to help your quest. However, if they are freed. it will bring the concerned that Frederick is too caught ep 
wrath of both Lodis and the Western Division down on these people. Many at the ~ in his ideals and isn't dealing with the 
table disagree with Xevec, who seems dead set on this plan. It does seem to make sense, reality of your situation. 
though. Lodis will attack anyway, and if you can free these people, they may be able to 
help to destroy the 
Western Division 
amd to fight the 
Holy Lodis Empire. 
Frederick agrees, at 
least in part, and 
sends you west. 













Should you liberate the west? It might You head west for your first mission. 
give you more troops, hut it may only 


make for more war later. 





Could there he dissension in the ranks of the 
Revolutionary Army? 
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Your scout was ambushed. The Crenel Canyon region has been taken 
over by enemies. To reach your eventual goal of Mylesia, you must mission in the 
fight your way back through Crenel Canyon. The enemy is unknown — last chapter, you 
at this time. but Hugo tells you they don't seem like the Western Division. headquarter in Baldera, 
| and the enemy is hcad- 
quartered in Fort Tuatha. 
Troops are on the far 
side of the river, but you 
аге not expected. — — 
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You've been sent west, so head there now 
on the map. On the way to Mylesia, you 
are stopped in Crenel Canyon. 













The enemy is unknown, but very | This map should look familiar. it's the 
aggressive. same one from the first mission in the 
last chapter. 


Something prevents you from reaching — 
your goal oi Mylesia. 





Because the enemy won't come to you, at least ini- 
tially. you must go to the enemy. Dispatch four 
eroups toward each of the two nearest strongholds, 
The armies in both places are diffi- 
cult, with the toughest being in 
. the north at Movae. Take these 

two strongholds, then clear out 

the surrounding area of wander- 
ing enemy groups. The more you 
can destroy early on, the easier your 
final assault will be. 








Send out your troops from your headquarters The liberation of Mavae gives you a hase 
to capture the nearby strongholds. af operations for the enemies to come. 





On both sides of the map, 
two enemy groups move Lo 

— attack as soon as one of your 
groups near the bridge. Push them 
back, attacking their leaders when 
possible, then use the strongholds or 
items to heal your troops back to 
fighting shape before taking the 
strongholds at Boolem in the west 
and Carnot in the northeast, 


What's worse, as soon as you start to 
move away from Kiefer and Movae, new 
— enemy groups appear to ambush you and 
reclaim these strongholds. You must crush these 
enemies before you move on across the bridges. 













What you find at Kiefer is very disturbing, Е 

Е It appears that you are fighting against £ 
— c other soldiers. in the Revolutionary Army! | 
Seshaps Xevec no longer follows the ideals of Í 
fendierick Raskin and the rest of the army, or per- : 
кар» й is something more нешше. $ 
ү 


New enemies appear and assault your strongholds. 





More enemies attack on both 
sides of the map. 





Are you fighting other troops from the 
Revolutionary Army? 
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Once you have taken Boolem and Came 
pacily the area by destroying the come 
groups you kicked out of the stromsts- 
If their leaders are still around, they will == 
Fort Tuatha, and you will have to face thim === 
so take down the leaders to help your final ж=ш= 


Despite what Hugo told you, these groups will attack 
your strongholds. In fact, they move down in force, only 
to retreat when you push them back. To prevent a contin- 
uing stream of enemies, attack the leaders, then destroy the 
groups at your leisure, When you've killed off most of the enc- 
mies from 
Boolem and 
Carnot. move 
up and take 
these two 
strongholds. 





| li you can't get the leader, concentrate 
your attacks on the weakest opponent. 
BEI ean kill off a few units, these 
groups will be easier te destroy when 





Enemy groups keep attacking until you destroy 
them or at least kill their leaders. 


Move in against the fort when the coast is 
clear. The troops in Carnot are much 
closer, so you should probably use them. 





юп е al the каигы жи Ав it өн ёт Goes have eui: TE бы and enc- 
mies, you now have to deal with dissension T your own ranks! 
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3 Once Carnot is firmly in your control, you can 

S move against Port Tuatha. 

ГҮ 

Pul 
4: | |! 

ү Nagate 1s а very tough enemy, Your best 











chance of killing him is to use four groups. 
= Have the first two attack the weakest ene- 
mies to help kill off a few opponents. then have the 
next two go directly for Nagate himself. 


= 
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e 
= H 
d F: TREUR | Ro aga falls. he tells 
^ qu Г. you that the Revolutionary 
М Army has: changed. After its 
a victory, it wants nothing more than to 
- keep fighting, something that Raskin 
qd doesn't want. He warns you not to trust 
ex) anyone, then he expires. 
$ 










Kill ке s assistants = your first two attacks. 


primagames.com 














a ECÉÍCTIE|LIABGQCEEZZZ] EELTISTZCE)PTPÉTBI)SILLELLETITL E]? p] LCLECZÉÓLDZ£D 
odis = кеа -—— ——Á———OBsU ЖБ 1 1. c d ee 
{ duda ee 





т M 









7 





vit 
Loa BAA j 


ЧЕП, 


This is still bad news for 
you. Rhade is now acting on. zz dr 
his own, and hellalsobe ——— —— ed 


Yumil didn't realize that you 
had joined the 
Revolutionary Army, and is 


After the battle. you see a short scene involving Rhade and Prince 
Yumil. Rhade believes the Western Division can handle you, and 
because you will be fighting soon, this means that you must Face 


а " =| 
cere 


"YT 








Yumil in combat. Rhade has brought reinforcements to aid Yumil, and staggered by the news. In fact, he | facing you. possibly at the same il 
they appear to be from Lodis. Ankiseth (yes, your father) doesn't want to doesn't believe it. Ankiseth again lime as you face Yumil and your 
sse these troops, but Rhade insists, and accuses your father of not wanting declines the offer of reinforcements, father! And Yumil blames himself 

and he sends them away. for your rebellion. 


во face you in battle. 
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— Bhade meets with Prince Eee. Rhade's reinforcements are (гот the Yumil discovers you have joined the Yumil blames himseli. This may make 
the coming battle. Holy Lodis Empire! Revolutionary Army. fighting him even harder. 
а s у “ Я E 












You can now reach — to complete 
the objectives set forth by Raskin at the 
start öf this chapter. 


е cil УШМЫ 

À Ma 

You've fought on this 

map-before. Again, you 

start in Castle Dunkweld, 

and the enemy is headquartered in - 
Castle Burgund.. There are more 

enemies the farther west you trav- 

el, which means this battle gets 

harder as you progress. 


y Р 


Hugo is waiting for you, and tells you that 
there is interesting news. Rhade leads the 

— enemy troops in this scenario, and he is likely 
looking for pay- 
back for your 
betrayal earlier. 


pal 
















The map of Mylesia is 
the same as in the 
last chapter. — 















The way is now elear te Mylesia. 





As the mission starts, you see 
р an enemy group approaching 
а immediately. Another group 
ches from the west. Dispatch a 
i of armies to fight them back. 
«eal a couple of groups down to | 
ceed iw the south as well, because —— 
p id is not guarded, — — 
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(| When you first encounter 
the group from the west, 
you sce a new enemy type: 
the grappler. These are powerful 
units, so make sure your attack- 
ing groups are among your best. 


| 
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Expect stiff resistance. 


a 
n | —" к) out for blood. 
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Once you have Idorf, a new enemy appears and flies into attack. 
These units move in to attack your headquarters from the north and 


south, so put a few units into position to fight them back. Stay put 
for a couple of days until this threat is ended. 


March several units to Tubulk and lake it. Once you have it, march 
your units in Idorf on Lehoboth in the south and capture this strong- 
hold as well. Again, reduce the enemy population wherever you can to 





prevent them from attacking from behind. If you take out all the flying units, 
you'll be in much better shape to proceed, so concentrate on шон enemies, 
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Keep hitting the enemy groups until you New enemies fly in fram 
can neutralize them. This ends the the north and south. 
threat to your headquarters. 





Once you take Lehoboth, the road between it and Phuntua is heavily 
guarded. Instead, send a few groups south to liberate Harraive, leav- 
ing several in Lehoboth to keep it protected. In the north; move à 





close Lo Castle pun Take it | 


ET groups to Elgorea, which should be unprotected and easily taken. 













ro К аналы. 





“Bet nt pup ret yr тает. 


Don't =. the areas behind you unguarded! 
Enemy groups can move from Phuntua and 
reclaim your strongholds if vou aren't careful, 








When the fight it is 
< escapes. You'll тапу be 









Rhade and his army x | 
are ruthless, but facing him a ара s 


there's a direct path 
to Rhade himself. Ignore his 
erapplers and attack him 


|} directly, using at least 
j} three strong groups. 





‘Unfortunately, Rhade escapes with his life, 






Fate off against Rhade to complete the Attack Bhade directly with three | 
| mission, groups, and you should win. 
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A new location called the _ You are worried, because you feel the Bolmaukans are in the war This is а new map, so you'll i 
Highland of Soathon appears because of you. Hugo tells you that you are partially responsible. he on unfamiliar terrain. Y ou 1 
on your map. Head there now. but that it was more the doing of the Western Division. He then = start in Fort Celestus in the t 
challenges you to do the right thing and liberate the Bolmaukans. north, while the enemy 15 headquar- s 

tered in Castle Ziggiveld to the south- Ё 


west, The enemy is on its way to stop 
vou. and it includes flying units, which 
are difficult to pursue. There may also 
Фе a problem with the bridges. 


—Ó 
Prick a rus 
! 
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Are you Ea jor involving innocents in the war? 
Perhaps. 50 now you must act to free these people. 





Flying units and bridge problems make 














Move several units to р! | 

D O Tristle to capture the this a difficult scenario. а 

=. neutral stronghold to = Е. : | 

the west, and use it to hold out a "е That's not all. When you take Tristle, two more groups approach - 

against the large group of grap- from the south. Worse. you spot a flying unit over the highlands ese 

plers moving in from the south, | south of the river. If you leave your headquarters unguarded, this? = - 4 T 
= ; e : : 





You're forced to fight these enemies even 
though you don't want to, 








Enemy units appear in the highlands as Expert to be hit from both sides for the 
soon as you start moving. first few days. 


After a couple of days, you receive word that 
the enemy is moving to destroy the bridge 

near Jiram in the southeast. The enemy flying. 
suits move in to stop you, Because this happens so 
carly. you may not be able to prevent the destruction of 
these bridges. That's not a problem, and it gives you a good 
safe haven in 
Shafferville. 








You've probably taken some serious 

г damage at this point, so cross the river to 
the west and capture Cochran, The witch 
den is here, and you can bring your slain warriors 
back to life. It also makes a good place Гог stag- 
ing the attack on the middle of the map. 
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esarded. Move quickly, or you will lose 
the southeastern bridge. 
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lí groups have lost units, move кеше PETE in the H 
west and visit the witch den. | 
li the bridge is destroyed, don't warry | 


about it. There's still a good path to the 
enemy castle. 
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When you reach Castle Ziggiveld, you find that the army is led by your 
father. He's upset that the grapplers have been used in combat against 
his orders. He actually seems to look forward to facing you in battle! 


‚ Move from Cochran and Tristle to take Kapiscau at the center of the 
map. This is by far the best staging area for your attack on the castle 
in the south. Move in and rest your units before the final push south. 
















ETT flying units are still active, send — "Once the fiers are dead, Каріѕсаи 
out а couple of groups to destroy them. should be easy to Lake. 





When you finally confront Ankiseth yourself, you accuse him of 
becoming a pawn of Lodis. This gets ugly fast. The only way to stop 
Ankiseth is to destroy his minions first. If you damage him serious- 
ly he heals himself after battle, Concentrate your attacks on the weakest 
foes, and hit them in rapid succession. 








Aiter many fights, Ankiseth 
finally succumhs. 






a 






: | | When the battle is over, your father 
ad | | E ; 
Ak | tells you that you have made a num- 
^ her of enemies, including the Holy 
iH ar Буа oa 
l Lodis Empire and Prince Yumil. Fortunately, 
- i Ankiseth isn't killed in the battle, and he 
- py leaves you to contemplate your actions. 
(l 
i 
E You've earned both respect and 
Ў displeasure from your father. Ж 
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= Hugo tells you that you now have 
> three options. You сап follow orders 
ge and tree the Bolmaukans, you 
: h can attack Mount Ithaca, or you can lib- 
e erate the Sable Lowlands. All three have 
- ‘i potential benefits and pitfalls, not the least of 
+ which are disobeying your orders. 
>] You have three choices for 
4 _) your next mission. 


>м 


vi You then see a short scene involving Prince Yumil. As he storms 
x out of his room, his maidservant is visited by an old erone. The 





столе offers Mari a chance to help Prince Yumil, but it's likely 
this is the same sort of deal Baldwin offered to Godeslas. Something hor- 
rible happens next: The witch casts a spell, and Mari screams. Is it possi- 
ble that she has become an Ogre? 


ae” 
13,122 





li Mari i is ien an Ogre, what will become of Yamil? 
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Your headquarters is in Temil in the east. 
The enemy is staying at the castle in. 
Crotal, a day to the west. The cnemy has 
requested reinforcements, but you can't find its 
messengers. Catching them will give you a signif- 
icant advuntage. 


If you select going to the Sable 

Lowlands, you reach this mission. While | 
you don't want to fight the Nirdamese, 

and they probably don't want to fight you, con- 

flict is inevitable. It’s better to get it over and 

done with than to worry about an extra enemy 

left behind you. Perhaps liberation will help. 











ы don't want to fight 
-the Nirdamese, but Om i =e. 
you have little choice. Rough terrain and few roads make this a difficult task, 






This will probably take you a few days. Concentrate your 
attacks on the leaders, because this makes these groups ineffec- 
tual, Then you can destroy them at your leisure you can't, hit 


the weakest units and destroy them so that these enemies Will be easier 
to fight if they 


return to a strong- 
hold and heal. 


As soon as the mission starts, you start 

secing enemy groups approaching from 

Quills in the south. You can also expect 
s»see many groups around Kuva to the north- 
жаа and Shichidarui straight west of you. Both 
ef these areas аге heavily guarded and send 
many units to attack you and your headquarters 
throughout the mission. 








Things will he hectic around your 


headquarters for a couple of days. 


— -— As soon as you move toward Kuva, five 


А appear! 








In the south, send a group or two wesl 
to claim Baimuk. It's very close to the 
enemy headquarters, and makes a nice 


Send a few groups pe 101 а TM 
It's not held very tightly, and: a а 
group сап probably ta it easily enough. 








When the way is Sle to Kuva send a | couple of 





pn encounter, but 
^i them. 


Mast of the groups from Kuva are gone, making 
this town easy to claim. 





staging area. However, it hasn't got the same 
level of access as a few of the other towns. 
Still, it's worth taking because it allows you to 
sneak a few troops behind the enemy castle. 


can hold it with a single group. 


Baimuk is tough for the enemy to retake, so you 
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Now comes the tough part: taking Shichidarui. The two groups guarding the front of this stronghold 
are very difficult, consisting of powerful spell casters and melee troops. Worse, the group actually 
5 guarding the stronghold itself is made up of wizards and sorceresses. Move in forces from both the 

— northeast and the east and push these groups back to take Shichidarui. You need it to push farther west. 
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The enemy is on the run, and the center of 
the map is yours. 


The enemies near Shichidarui are mecum me in arce 
to knock them back and take this important stronghold. 





- Liedel's group is quite powerful. The best 
-way to defeat her is to kill. off her sirens 
- first. Their attacks are devastating, and 


With this stronghold in your grasp, move 
the units west to Prilgi. Any units you still 
have in the north can also head west and 


From these two strongholds, you can 
march on the castle. There you encounter 
Liedel Klien, the only survivor of the 






















— take over Cotoltus. Because the bulk of the ene- Central Division, Order of the Red Branch. She's bo rss Sextum these units make the job less damag- 
mies should be gone by now, these towns only looking for revenge, because the others diedin |— ing on your groups. 
have single units guarding them, and a couple of the Southern Region. She accuses you of using AE IC. n 
groups can handle them easily. Ogres and won't admit that it was Godeslas. al 





along! However. she says she will 1 believe yeu d Au 
you can defeat her. | | 





















| 

itt 

E l 

sid With both Prilgi and Cotoltus, you have taken 
КА everything hut the enemy headquarters. е - —T 

Ai Liedel accuses you of being the ones who 

E brought Ogres into battle. 

td 

i When you defeat her, Liedel After the battle, you encounter a young : 
Б: gives you the choice of tak- Bolmaukan who thanks you for freeing his people 
# ing her with you or not. She's from slavery. You ask if there is a way you сап 

di avoid fighting other Nirdamese troops (grapplers). While. 
^ that would be. 

ы nice, many of the 


Bolmaukans are 
still slaves and 
can do nothing 
but fight when 
they are told. 





Should you take Liedel? She's a very 


-This is a great way to sneak into the 
good archer and can help you. | 


Audvera Mines. 





Freeing the Balmaukans was the right thing to do. 
are willing ta fight for their freedom. 
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. As the mission starts, you receive news 





+ .Audvera Mines are your headquarters in 
that the detachment was successful in lib- the south. Ziggiveld is in the north, a day | 
erating the mine. You hope this allows and a half away. Enemy troops are on the- 
you to avoid fighting additional Nirdamese march toward the mine, but they are still near the 
troops. However, the Western Division has retak- castle, so you should have time to.act and take a 
en Castle Ziggiveld where you faced your father, few strongholds to block their path. 
and they immediately attacked the Southern 

Division. You need to act fast before they arrive. 


- Move to the Audvera Mining Facility 
A. next. If you wish, you can skip these 

“| missions, but freeing the Bolmaukans 
should ре а юу 








To finish freeing the Nirdamese, go ta Audvera Heights. 


Enemies are оп the march. Dispatch 
‘your troops to cut them ойї. 





en to the enemy again. 

















ГЕ 





Enemy groups are already on the way, including a couple from the 
Bezelle area. You must fight your way to this town, so attack with 
> three or four groups. Naturally, these are tough. enemies. Go for the 
leaders when you can. or destroy the assistant units to make them easier to 
destroy later. Pursue when possible, but concentrate your attacks on the 
approaching groups. 


You have a couple of days to act, 
so move quickly. Dispatch your 
groups and claim the two neutral 
strongholds of Seldovia and Chig Nik north 
of Audvera Mine. Move a number of units 
from Chig Nik and take Bezelle across the 
bridge, destroying the enemy garrison. 








You're hit by enemy groups as soon as “Push your y way into Bezelle to "e il 
you cross the bridge. Send several and use it te strike farther north. 
groups to fight them back. 








Naracrete's position lets vou attack both to the northeast and the 
northwest. Barrow. in the northeast, is much closer and easier to 
take. Additionally, this is probably where most of the damaged 
groups are congregating. so it makes sense to take this stronghold next. 
When the campaign to take Barrow is underway. move a few units toward 
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Sarete for your Puld in the northwest and liberate it as well. е5 
asà on the next —— (2 
eee strongholds to 

Se sorth. | `i 
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Barrow is northeast of Naracrete. It's Also march on Puld in the northwest. 
worth taking, hecause it gives you a There's only one enemy group here. 
good place to attack the castle from. 


Aiter Bezelle, move on Naraerete. 





When you take Puld, you 
meet with Aisha, who came в 
help rescue the Bolmaukams 

However, she was separated from ter 
group, but still wants to help. You сш 
take her along with you if you wis 


ent 


As you near these strongholds, you see two enemy groups guarding 
the approach to Castle Ziggiveld. Both are strong, but not as difficult 
as you might expect. Move against them. They both move to attack 
you. If you have a strong group, attack the leaders when you can to disable 
them and allow you to strike at the castle itself. 














E the leader гап T. hit, go for him. This Ii you can't hit the leader, g0 for the 
tlears the way to Castle Zigpiveld. weakest troops, — | 
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Castle Ziggiveld is held by Tuzt, a doll - The best way to fight Tuzt is 


м to distract him and get him to 





É| j ) maukan a агай. Hei is Чой becuse you Lock 





1 | master with a pair of powerful golems. m 
i He'll question why you fight for the e turn away. If you can attack B sucha large risk for them with very httle to gaim 
: Bolmaukans when they аге nothing but slaves. him from behind, the golems each get You level with ‘him and tell -him you rescued the 
$ only a single attack and Tuzt himself | - Bolmaukans to gain their support, strengthen vourself. amd 
is exposed and easier to kill, When he - prepare for Lodis. However, you also tell him that you 
dies, he accuses you of jeopardizing | f eed his people because yours were treated the same way 


the kingdom over nothing but slaves. - 





BIN RC ESI both official and unofficial rea- 
Tuzt dies and Castle bou falls "e | T MEUM уэ —. suns for freeing the Bolmaukans. 
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р If you choose to go directly Unfortunately, your enemies have 
i to Audvera Heights, this is guessed your intent and are waiting Гог ich you just liberated, The 
г) the mission you get. you. Still, you need 1o liberate the mining зае: а ау Gas. ü adi $ 
Е facility. Hopefully, there won't be any reinforce- z The 
5 ments, Unfortunately, your reinforcements have tunately intact, ugo warns you that : a (гоа 

ч = already entered battle as well, attack would be needlessly. Eu Patience is the 
= key to this mission. 
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li you choose, you can come to Audvera 
Heights aiter Mission 3. 








м 


The enemy knows what you are planning, — — | emnes 
hut that doesn't change the plan. | Using the castle you just liberated, you are going ta 
take the mine in the south. 








The enemy groups keep coming until you. 

hit them hard enough to make them . — 

retreat or kill their leader, Those that до 
retreat pull back to a stronghold and heal before 
returning to your headquarters. Attack them in _ кде 
force and, when possible. destroy the leaders. = 0000n n 


Worse, three more units are moving up 
from south of Puld. The onslaught is 
going to be difficult. The best way to 
handle this is to. send.out a couple of groups at a 
time to skirmish with the attackers and weaken 
them, Then retreat to your headquarters to protect 
it. You should be able to knock back a couple of 
these groups before they hit your headquarters. 


Dispatch your groups and send a few out 
to scout the territory. Check out Barrow 
to the southeast and Puld to the south- 
West. Both arc guarded, and enemies are already 
on the road from Puld. 













































When the pressure is off your headquarters, move 
southwest and liberate Puld. 





More groups move up from the south. Push them back 
and harry them te protect your headquarters. 








Chasing a few enemy groups down will 

probably take you to Naracrete, which ts 

| where the enemies stage for battle. If it 
seems safe, take it. The two units to the south 
don't attack you until you move toward them. 


Outflank the enemy by sending a опи ог. 
two straight south from Puld and making 
a run on Bezelle in the east, just northeast 
of the bridge. They may be so concerned with 
vour occupation of Naracrete that you can slip 
some units behind them and cut them off. 


When you сап, liberate Puld and Barrow, 
These offer additional targets for the 
enemy and take some of the pressure off 
тошт headquarters. As in the other version of this 
ession. when you reach Рид, you meet Aisha 
amd сап add her to vour battalion. 








Taking Naracrete eliminates the area where the enemy } | 
i units rest between attacks. With enemy groups concentrating on your garrison 
at Naracrete, you may be able to capture 


Bezelle from the west. 


Now comes the tough part. Send your groups across the bridge and 
liberate Chig Nik. The enemy group here contains a priest, which 
means you'll have to deal with healing. It also holds four grapplers, 
which means pain. Hit this group hard and fast to push them out. Before you 
move on the mine. take Seldovia as well, because the witch den is there. 
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Seen to Bezclle. 
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are = E Send a large force to liberate Chig Nik This is a tough fight because of the 
Bring ерат ийди орз and Seldovia. priest. Weaken everything, then go for a 
Е "p kill when the time is ripe. 
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Move in force on the mine. Take every 
eroup that is healed up and attack one 
after the other. Slip a few groups to the far 
-side of the mine and try to hit Тил from the back, | | save a few slaves? 





With everything in your control, 
move in force on the mine. 


|` Tuzt dies, unable to believe that you 
have acted simply to help some slaves 
achieve freedom. 
After the-battle; you meet with a young 
. Bolmaukan who thanks you for your help. You 
tell him that you rescued him, officially, to 
eain the support. of the Nirdamese. 
Unofficially, you saved his people because 
yours were treated the same way. He tells you 
that the people have their hopes placed on you. 
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ii = : 

T, It's time to take on Mount Ithaca. 

al Head there on the map now. 

+ 

i: confrontation with 
zn Prince Yumil. 

a Perhaps the Western 
Sa Division can be 

tg talked into not 

i fighting with you, 
$i because they appear 
E unwilling to attack. 

It's time ta take on Mount Ithaca and 

Ў move closer ta a showdown with the 

b Western Division. 

ES It's good news. Yumil wants the war to end, and 

5 accepts that the Revolutionary Army is justified. 

| Better, he wants peace 
" between your two armies. The 

E Western Division is in negotia- 
8 tion with the Central Division, 
and they have also decided to 
A stop using the Nirdamese troops. 
B However, the Nirdamese slaves 
БЕ Will not be freed. 


perfect, but it's a start. 


When you first encounter him, Tuzt ques- 
tions why you are bothering to fight for 
the Bolmaukans. Why risk your neck to 





Hugo tells you that the Western Division 
will be coming soon. A few more battles- 
will put you within range of them, авї "o < 
| senger, and 






The Western Division is close. 
You'll face them soon. 








Yumil wants to avoid battle. It's not 





Tuzt's golems are incredibly tough, and 
you must fight your way through them to 
get to Tuzt himself. Of course, if you cam 
slip a unit behind him and attack from the back. 
do so. Any damage you can do to him is good. Н 
you target the leader, your archers will hit him, 
and this can take him down quickly. 








After this mission, you 
can travel to the Sable 
Lowlands (Mission 4). 
or you can go to Mount Ithaca. 








ТЕ: сани tee 
»A ipee, but they wonder what their 
freedom has cast. 


Just then, a messenger from the Western 
, Division arrives and asks for an audi- 
ence. Hugo suggests you see the mes- 





E d 


© A messenger from Yumi? Perhaps you 
— n ná 





Unfortunately, a messenger arrives from your own troops and tells 
you the enemy is marching on you now. Worse, most of the troops. 
are Bolmaukans! This can only be the work of Rhade! 











Send several units up the north road tà ae A 
Bella Cula as well. Only one enemy | 
group holds this town, which offers a 


The enemy has a few strongholds in your 
immediate vicinity. Dispatch your 
groups, sending several east to claim 


| For this mission, you start in Cybillgin, and 
- | the enemy will headquarter in Fort 
Gullsvinter in the northeast. Enemies are 





gathering across the river and setting a trap for you, — Nakina. The stronghold itself is unguarded, buta | back route to the castle. Enemies will approach 
Once again, there are rumors that the bridge may be few enemy units are nearby. These same groups . from this location soon enough, and it makes 
about to be destroyed. Rhade wants revenge for his of yours can also follow the road north and claim sense to head them off. 


defeat at Castle Burgund and may try anything. Lapidz near the bridge. It's also unguarded. 
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' | Enemies also approach from the north. 
Enemies appear as soon as you move. Head them off with your troops. 





rede 





There are threats everywhere at the start ofthis, so a loUof your ini- 
tial moves are blocked. Just keep fighting and attacking, moving out 
to the enemy strongholds when you can. It takes several days before 
much of the area is cleared up and you can actually start capturing strong- 
holds, although you may get Bella Сша easily. When theenemy troops start 
dying off, move on those strongholds. 


One of the groups moving in from the east 
consists of five Nirdamese erapplers. You 
tell them that you have freed their people 
and there is no reason to 
fight. However, their 
king and nobility are still 
held captive. If they do 
not fight, their king will 
be in danger. 

























While one group pursues the enemy, Liberating Nakina takes a little langer 
another liberates Bella Cula. because of the enemy attacks. 





Once you cross the bridge at Lapidz, 
prepare yourself for terror. A number of 
new enemy groups appear, und you find 


As soon as you can, move up 
and take Lapidz, south of the 
bridge. Move several of your 





units bere and prepare to cross to the other Lapidz being attacked by four of five powertul 
side. In the west, send troops from Bella Cula enemies. Sit tight and fight them back. If you 
across the bridge to capture Ketican in the far сап hold Lapidz, you can hold the bridge, and 


pursue only 
when you have 
put all of the 
enemies to flight, 


‘north. Ketican gives you а back entrance | this is the best way to get your armies to the pub \ 
‘to the castle, which will be useful castle. Stay put, бр 
when assaulting и, _venturing out to (0 


- 





Ambush! Hold off these units at Lapidz | 
or head them off at the bridge. 
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In the east, cross the bridge again and take Lachook. Make sure you 
destroyed. Any units you have here must either stay put or walk all enter this stronghold, because you see a potential preview of your 
the way back around the map to reach the castle. Because of this, | next mission, You leam that there are only two ways up to Castle 
hold tight and avoid claiming this town until you have moved units across, - Talpaea, both difficult, 


In the north, as soon as you capture Ketican, the bridge is 
i | } 














Ik, this woman 1 gives you ыш. 


‘Lachook is yours. There should be few _ ok, | 
" about | ани Talpaea. 


enemies to stop vau now. 

















However, before you can move on 
Rhade, vou must face the group guarding 
the castle. This is a tough group consist- 
ing of a doll master with two golems. IF you can't 
attack the doll master directly, fight through his 
minions first. Hit him with everything you have 
in the area, then retreat to Tilorro to heal. ee 


When you have Lachook, move a unit 
over to chan Tilorro ii the west. Tilorro 





E ; a Gone | he's Bi: s EON hie al 

leave 3, SO even. AF you get him close to death, he 
x just heals up again. The best way around this is to 

| surround the castle and hit him from all sides. 

| Any time the paladins aren't in the back row, 
— Rhade won't be able to heal. ; 


is closer to the enemy headquarters than 





= Lachook, so use it as a staging area. Move your 
units im and prepare to attack, 









bel i 
ot oe 





At ИР" 

2 
= Tilorra makes a good place to wait while 

^: you assault the castle. i -- 
i Attack this unit from behind or with ! 

* missile troops if you can. —— ET n trem the back to prevent Rhade's аа 

TE When you reach him, you 


hind Rhade upset at his lack 





















of reinforcements; He ts 


DNE T old 
$e re 


even more angry when he learns 
that the Western Division never 





ig 

E sent reimforcements. Worse for him, 

3 Baldwin has withdrawn, leaving 

- Rhade alone. He blames you and 

{ і your army for destroving his life. ah 
24 сы " rr ia f 

z No reinforcements for Rhade means he's Rhade blames his evil ways on you. fp 
= on his awn against you. p. 





rey 


When you finally 
knock Rhade 
down, he accuses 
you of endangering the 
very existence of Palatinus. 
And this time, Rhade dies. 
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After the battle, you meet with a pair of Nirdamese warriors who Next you meet with Hugo, Destin, and Saradin, He is 
thank you for freeing them, You offer them a position in your battal- preparing for the invasion from Lodis. While Lodis 
ion, but they decline. Instead, they are going to march west and free has not attacked yet, it appears it soon will. You also 
their fellow Bolmaukans. Hopefully, this means the end of facing grapplers. receive bad news from Saradin. Your own headquarters will 
: accept nothing tess than the total surrender of the Western 
| Ep Division; something Yumil 
Ai bist Hr "m Wi BN t HI! will never agree to. It seems 
ТЕНЕҢ ify H Í 2 ing us m: you must march against the 
| = a. a = o TR RM Western Division, even with 
| E | | the threat of Lodis hanging 
over YOU, 


























The Nirdamese are grateful for your help, but they have their awn war to fight. 





- And the bad news. is still not over. Destin has been ordered to use 
Nirdamese troops in battle, And because of that order, Destin has 

— left the Revolutionary Army. On a positive note, Saradin wishes to 
join your battalion, and you can accept him if you wish. 





Are they crazy? lt looks as if you are forced to 
fight Yumil after all. 





You may now fight either in 
the Azure Plains or Mount 

=  Keryoleth. Both lead up to 
Castle араса. 



























Destin has left the Revolutionary Army Saradin is a powerful warlock, and 
because he refuses to use Nirdamese troops. worth taking with уви. 





You will headquarter 
in Romella in the east 
on this mission, while 
the enemy is stationed in Fort 
Noistrien, a day's march away. 
Capturing the fort secures the 
road to Castle Talpaea. Many 
air units аге оп the way. Hugo 
hints that this might be a trap. 


You've chosen 
this mission if 
you decided to 
attack the Azure Plains. 







T sa E midi map mm time, but that 
doesn't mean there wan'l 
be a lot of fighting. 


Head to the Azure Plains to = 
approach Castle ша | Чем. 





Send a few groups out to block their progress. Any group you сап 
tum back, even temporarily, helps ease the burden on your head- 

ver to | quarters, Hit the leaders, but keep in mind that most of these 
another from the southwest то aso арр; See all groups carry heal leaves to use after battles. Either hit hard or weaken the 


=; 


= 











vf your groups as z и Та a leaders with one group and kill him with the second. 
soon as the mission i 
starts to prepare. 
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Things are hectic at first. Send out for- 


The group from the west is fram Ladis. 
You've truly upset the Empire now! ays to weaken the enemies before they 
hit your headquarters. 
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| The enemy attacks your headquarters immediately. 
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grabbing Drumheller in the south. around one of these towns. Take a 
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When the smoke clears, you'll probably be well into the third or Check around Frettelli to the 
fourth day of battle. The good news is that you've handled the bulk north and Dauphin to the 
of the enemies. The rest, including any groups you've pushed back west. Most of the enemies 


that still have leaders, are holed up in the strongholds. Start taking these by . you have pushed back congregate 





large force to the one with the most 
enemies and push them back. Some 
of these groups should be leaderless, 
so you won't have much trouble. 
Take a couple of groups to the other 





town and liberate it as well. You сап — Lats of leaderless groups are near 
send the unit that captured | Frettelli, The force you send there must 
Drumheller to Dauphin, too. mare | ы DN e 2 






















The enemies have been routed. Take Drumheller when you E 


| Now you have a real problem. The unit guarding Кери, 
г which lies between Frettelli and the castle, contains two 
priests! The only way to defeat this group is to attack it 
from behind, where the priests can only cast one heal spell each and 
can be attacked directly. 








"With the wandering enemies gone, poem ‘Dauphin makes a goed place to est 
_ the offensive and xw » pue | before moving west. 








Your other option is to take the two towns 
in the southwest. Send your units from 
Dauphin ; and claim them both. {t's rowgh 
terrain, so you may want to rest before you attack. 


















When vou liberate 
Ё Coppermine in the south- 

— west, you encounter Sheen, 
T hawkman, He came from Lodis, 
but he left because he didn't like the 
people there. He ts looking for peace. 
When you tell him that he will have 
peace only when the war is over, he 
volunteers to fight for you. He's a 
worthy addition to your battalion, 















Robert is happy to see you when ош arrive at | 
the castle, because he would like to be the опе 
that stops the rebellion in Palatinus. His йир 
is tough, but not the 
toughest you have 
faced. Move in and 
strike at his min- E 
ions, knowing that 
he can heal himself 
and his troops sev- A 
= 


eral times. 



















Robert is tough, but you've faced worse. 
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_ When you final- 
ly slay Robert, 
he tells you that 

he main force is on its 
way. That's not what 

you want to hear, but at 
least this battle 1s over. 


You have a bigger 
problem if you didn't 
= kill the unit with two 
priests in it. As soon as you ~ 
start marching on the castle, 
this unit makes a run for your 





headquarters! The best way to | Е 
stop it is to use a unit with a victory while you gi Dou E. 
pair of witches to stop the ; E 
priests. Use quit gates to send : е 
your troops back to headquar- ween + 
ters to prevent this unit from a асе ps 
taking over. " F 

Make sure the units in your headquarters are ЗЕМ rested р 

Й 


and healed before this group attacks. 

























. After the fight. you encounter your father out in the woods. He asks 
you to withdraw your troops to avoid further bloodshed. Y ou tell { why he accepted being branded as 
him that you can avoid this battle, but that if you do, nothing will — a murderer. He drops a bombshell 
change. He warns you that your methods are just а temporary solution to on you: The assassin he killed had orders 


the problem. He also tells you that Y umil is looking to reform the kingdom. to kill Prince Yumil, and the orders were 
from Yumil's father, King Procus! 


.| Before he leaves, you ask him 





Could this be the 
truth? Did Procus try 
to have Yumil killed? 





E] It's time to attack 
Wentinus and Castle 

















| | Talpaea. 
The meeting with your father is а painful one, especially 
because you will march on him soon. 
V E | zd * " B ! е eT. * dz А à e 


Hugo jumps right into the mission briefing when you 
| arrive. You are headquartered in Mursunny in the 

МЕ ^. west this time, with the enemy stationed in the ruins 
of Keryoleth, a full two-day's 

march to the northeast. 
Securing these ruins gives you 
a road to Castle Talpaea: | 
Scouts report a large enemy 
force on the road to the town of 
Mingan, but they don't appear 
to be regular troops. Hugo sug- 
gests avoiding the roads. 


If you decided to attack 
via Mount Keryoleth, you 
take on this mission, 








— гөн is 










E tougher than the one in the | ‘There's a lot of territory ta cover this 
T | time, and it's crawling with enemies. $ 
| Regardless of what Hugo has told you, zd 
‚ you need to spend some time on the E 
~ roads, at least initially. March three ite 


groups toward Natashkan, to 
your immediate southeast. An 
enemy group appears, and it's 
bad news, This enemy is using 
goblin troops! 





Bad news! You're fighting goblins 
Natashkan immediately. and ogres again! 





Enemy groups approach from 
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Attack the approach- 

ing group with as 
much as you can to 

... knock them back. Following 

close on their heels is anoth- 
er enemy group containing 
an ogre and a black dragon, 
so things are not going to get 
any easier for you, 


Groups also approach from the north across the bridge. You need to 

keep most of your groups in the headquarters for now to block them. 
~ Remember that the shop is in your headquarters, so you can replen- 

ish any used supplies quickly and easily, 





These groups are headed for your headquarters. 
Block them if you can, or at least weaken them. 








а ш бым a few days, Hit hard, 
and aim for leaders to send these 



















As you move east from Natashkan to pur- 
suc fleeing enemies, you see that Hugo's 
report was correct. The road around 


Pushing these armies back is only a tem- 
porary solution, though. Attack them in 
force and destroy them, using your head- 





quarters between battles to heal your troops. Five Mingan is heavily guarded with four enemy. 
groups attack initially, and you're hard-pressed for groups. Move in force to Natashkan to pepe Rr. T 
several days to keep your troops alive and the coming battles: уй mis no согы аы il. "uec the position 


healthy. When you can, make another push for 


E | you can spare the groups around your head- 
Natashkan and claim it. 


D ~ ters. коше you can use Dolbo to push east 










enemy groups. A ar 








With several of the enemies destroyed or made ineffee- 


tive, move out and grab Natashkan. 














Because the road around 
~ Mingan 15 so heavily 
фил. you сап do sever- 


=. You can also move carefully along the road to. 
b Mingan with a single group at a time, trying 
— to coax the enemies into fighting. Marching in 






















60 al things now. First, send a group | force does nothing but get your groups brutalized on entirely. Capture 
' or two around and liberate all of the way. Luring the enemy down one ata time gives | Gypsanville, then 
the towns in the southeast. They are you a chance to kill off a few of the leader's minions | head over the. 
held lightly, if at all. before you make vour push to the town. bridee and directly 


into the ruins. 
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Head over to Gypsanville for a 
pit uec amm 












Coax the enemy units dawn one at a time 
so you aren't overwhelmed, 








If you sneak a 
unit east and 
capture Balera, 
you trigger the groups 
guarding Mingan to 
attack. If you have 
already weakened these 
groups, they shouldn't be 
a problem, but it is a dif- 
ficult wave of attackers 
nonetheless, 





ien have been aS ый the battles that Mingan is yours. Not much stands between 
lie m are m far from easy. you and victory. 








In the TUN the group guarding NUN is very difficult and 
possesses a а number of heal leaves. Don't be afraid to retreat back to 
Dolbo betweer battles. It will probably take several attacks to dis- 





lodge this group and capture this town. It's an important town to get, even if headquarters, so you can slip a few units behind him and attack from the back. 
you go through Mingan, because the witch den is there. This reduces the number of his attacks as well as the strength of his magic. 


Now comes the final push to the ruins. Regardless of which direction you 
attack from, move your troops up and get the attention of the two groups 
guarding the ruins. One contains a pair of golems and will be very difficult. 
The other is strong, but contains no magical or deadly troops. 





















While the rightmost of the guards 
around Keryaleth is tough, there's nath- 
ing truly deadly here. 


Hitting Giolse from the back should. 
allow you to kill him with a single 
"attack. He dies telling you that the —— 
day of reckoning is ES 
near. For now, 
however. you have 
a path directly to 
Castle Talpuea. 





Keryoleth is now in your hands, and you 


сап march on the Western Division. 


| fier d de battle. you meet 
| with your father, just as 
you do if you attack 
through the Azure Plains, The 
con versation here is the same—he 
asks you to withdraw, but you 
refuse, because nothing will 
change even if you do, Again, he 
tells you that Yumil wants to 
reform the kingdom, and that the 
murder he was accused of was in 
defense of Prince Yumil against 
an assassin sent by King Procus. 





You hear some disturbing news from your father. 
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When this mas- 


sive attack is 
over, you will 


need to rest your troops — 
[or а day. That's fine. 
Next, move out and grab 
Mingan. A number of 
leaderless groups are 

probably milling around. 
lenore them if you wish, 
or strike at them Tor the 
additional experience, 





Giolse. who is in the ruins waiting for you, is an extremely difficult 
foe. Not only is he an archmage, but his group contains a pair of gob- 
lins and a powerful ogre. The good news is that he always faces your 





[ае is too powerful for a irental Move around behind Giolse and attack 
attack. from behind the ruins. 
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D |! " A ў 


If you choose to follow orders, this is the 
mission you undertake. You will fight. but 
you hope to avoid killing either your 


Head to Wentinus on the map. It's time 
for the showdown with the Western 
Division, 


Dio and Leia can't believe you are going 


AESe to attack your Father and Prince Yumil. 
BE You tell them the peace accord was 





rejected, and the decision has been made to father or Yumil. 
fight. You can choose to make peace or to fol- For this mission, you headquarter in Salem, in the 
E Fy D low your orders. | southwest. Castle Talpaea lies а day north of Salem. 


A huge-enemy force is already on the way. This is 

problem enough, but other units are on their way as 
well, and if they join in, you'll have a very tough. 
fight. Huge че жы the elite troops first. 


The showdown with the Western Division is finally here. 





You play this mission if you choose to follaw your orders. 








a Elite troops are on the march, and you've 
28 ster ta cover 













Dispatch your groups. Hugo has recommended that, ini- 
tially, you should not worry about the troops already here, 

























E That's good advice. The elite 

ES troops are on their way. Send a couple of 

Ж groups north to Reliance, which is very 

2 close to your headquarters. 

ri TT 
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65 : P : : = Р LA . а E 
= and more are coming. | _ Your first encounter with troops. 

U PME d Lodis is not a pleasant one. 
= .| This is difficult, but it can be 

© done. Send out units to block the over, 

М approach of the elite units and Lo in ‘earnest. dol of 
ES attack their leaders. Y ou will likely lose the elite units who still have leaders 
: these skirmishes, but if you can weaken will be sheltering here, so take 
| the groups, that shouldn't be a problem. Tage and Terep ie 
EL! 

E 

‘<4 

sai 

* HE 
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" The legion approaches, but it has heen The main legion unit is tough, but а "While several of the enemies are leaderless, 









weakened hy yeur skirmishes. strong defense can block its path. 






there's still a lot of fighting to he done. 













Once you have Reliance firmly in your control, take a quick breath. 
You still have a lot of work ahead of you. Send two units southeast 
and liberate Ellode. While there's nothing of importance there, it's a 
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Move your groups up from Ellode and attack Silhouette. The group - 
` here is difficult. It contains a whopping three priests! However, there 
is nothing in this group that can really harm you, so attack in 
earnest. They annoy you for a long time. but they block the way to the east. 
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Send groups to Ellode, east of the head- March from Ellode to Silhouette. Three priests! This is a tough group to i 

quarters. It's not necessary, get rid of, but they can't do much it 

but it's a good idea. but annoy you. d 

: - [Р 

From Reliance, move north to Y ves Around the seventh day of battle, you spot One trick is to eliminate the leader of the E 


Guibiques and liberate this town. Two 





рш for the moment. 

When you have finally taken с care of the group 
with three priests, move east from Silhouette and 
erab Parmel, It's unguarded, so you may as well, 





stronghalds-le near this one as well. Stay 


another group of elite troops moving in from 
| the northwest. Your units in Yves Guibiques 
are in the perfect position to intercept them and whit- 
tle them down a bit before they approach your head- 
quarters. The two subordinate groups are incredibly 
tough and will test you severely. 





main unit. He or she will be flanked only 
by soldiers, and a couple of solid attacks 
should do it, This releases the other two units and 
makes them a little easier to take care of. 
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especially because it offers excellent access to 
Cartwright up the road. 





The lead legion unit is gone, weakening the 


subordinate units. 












‘You thought you were done with the legions? Another 
strong one is on the march toward Yves buibiques. 





атаар. 
another place to heal up. 





Those subsidiary units 

will probably survive 

your pushing them back. 
Oace they retreat. move from 
Yves Guibiques and capture 
Hopedale, which lies to the south 
east. This prevents these. units — 23 ; 
fom using it to rest and heak- 









et Hopedale to prevent 
groups from healing there. 
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At the same time, send the units 
you һауе in Parmel up to 
Cartwright and liberate this 
stronghold. This gives you all of the main 
access points to the northeastern portion 
of the map where the castle sits. From 
Cartwright, send a unit to the northeast to 
take Badin, the neutral stronghold. 


uot 





А af 
| 6 
49. 
= 3 


primagames.com 














Only three places 
3 remam to liberate. 

: pn. — Cross the bridge from 
E o Yves Guibiques and attack 
T 

t 
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Move up from 
the south and 
from Badin and 
take Timmins in the 
northeast. It's euarded 
hehtly, if at all, andit 
contains your shop. You 
may need to restock quit 
gates and heal packs. 





e Igelurick first. You'll stage 
your attacks on Castle 
Talpaea from here. 
















-| Now attack the castle, 
Меп you first arrive, you 
find Prince Yumil sitting on 
his throne. The Western Division is 
defeated; and you beg for Yumil's 
surrender. Yurnil, naturally, wants 
to know why the peace accord was 
not accepted. You try to explain, 
but Ankiseth steps forward and 
lakes command, 









March in force on the last remaining 
stronghold of the Western Division. 




















Once pain, Ankiseth is very tough. His army is powerful and 
focused, and any unit that attacks him will need a heal pack after 


the battle. Worse, Ankiseth is equipped with multiple heal leaves 
and can repair serious damage. 


f at le is. over, ! you run ru your wounded father and 
| ae ae Yumil. Ankiseth tells you to take 





mia. > | 
able than what it LE 
now-just people — 












SH lighting for the ae 
x of fighting. He tells ^ 
-you this is morethan 
b. | just a class struggle, 
ri E = — but a battle between 
Ў | 1 Start hy attacking the troops When you have an opening, or Ankiseth ПИЕТЕ | 
я surrounding Ankiseth. is weakened, go for the kill. you ш take -— to m 
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Ankiseth proves his words by taking all of the 
remaining troops from the Western Division and 
Joining them with the Revolutionary Army. 

But Baldwin will not allow that. He treacherously stabs you help Yumil 
Ankiseth from behind! Worse, he knocks Yumil out and now. And with 
carries him off, saying that the Caliginous Order has plans that, Ankiseth the 
for him, He then vanishes in thin air, Steadfast dies. 


Your father is dying. He regrets not a 
being around for you when you ud ' 
were а child. His last request 15 chat ae 





ай 


1551on 


-e 





a & 
М 





Ankiseth is dying, thanks to Baldwin's treachery. 
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Initially, this version of 
the final mission starts 
out the same as the 
other option, Dio and Leia 
question the reason for attack- 
ing the Western Division when 
both sides wish to avoid com- 
bat. However, if you choose 
not to follow orders and work 
out an agreement with the 
Western Division, the mission 
itself will be different. 


| March on 
Wentinus 
now. It's 

time for the final 
showdown with the 
Western Division. 
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Do you have the heart to face Prince Yumil and your You've opted to avoid battle. This has significant conse- $ 
father in combat? — quences for you and your father. $ ' 

You meet with your father to work out the details of the peace. It ©. The peace can- B 


not happen with- 
out Yumil. You 
and your father agree to 
rescue Yumil so that the 
peace can be completed. 


puts both of you in difficult positions, because you have both defied 
orders now. Dio bursts in and tells you that Prince Yumil has been 
arrested for treason. Even worse, he wasn't arrested by the Central Division, 
but by Lodis! They demand the appearance of Ankiseth. 





las, — ultus i a | dia 
A meeting is arranged La discuss the Peace talks are broken aif as Dio 
possibility of peace. informs you ol the prince's arrest. 




















When the mission starts, Ankiseth 
starts marching immediately. If you 
are going to provide a distraction 


As with the other variation of this mission, you 

are headquartered in Salem, and the enemy is in 
aE ~ Castle Talpaea. However, this lime, you not 
only have Ankiseth with you, you also have the strong- for him, you need to move quickly. Dispatch 
hold of Silhouette £ | your groups and 
already in your control. send a strong force 
Hugo suggests thal = north to block the 
Ankiseth march from. path of the incom- 
Silhouette while уой | ing enemy legion. 
and your troops provide = 
a distraction. Enemy 
forces are on the move 
already, so you need to, 
work quickly. 
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Ankiseth starts marching immediately. 

You need to support him hy engaging as 

many enemy groups as you сап. 
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The map is the same as the other mis- 
sion variation, but this time, you start 
with the town of Silhouette, 





" 
hye atro MeL nre 





КЕТЕТ: 


If possible, you want the initial contact r 
with the-enemy legion to occur in | 
Reliance. not your headquarters. Weaken { 
them if you can by stripping away a leader or a 
few subordinate units so that the attack on your 
beadquarters is not as severe. " 
5 


Things get hectic around Reliance 
quickly. 


A few strong attacks, and Reliance 
should be yours. Use it to blunt the 
attack of the incoming legion. 
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While these attacks are occurring, you 

notice that Ankiseth is being pursued by a 

group from Ellode. Send some units to 

this stronghold to capture it, then move them to 
Silhouette. Ankiseth may need some help from 

- your units. 
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Ankiseth is pursued by the enemy. Get units to 
help him as soon as yeu сап. 


Ankiseth keeps moving until he reaches Igglurick. When he liber- 
ates this stronghold, he stops and waits. Because the diversion you 
have created has been so successful, he won't have much around 
him. However, an enemy legion approaches from the northeast soon enough, 
Get a few troops over the bridge to reinforce Igglurick as soon as you can. 








Start moving up te laglurick. Ankiseth 


The enemy legion approaches. 
comes under heavy attacks soon. 











Ankiseth can handle the initial attacks 
from the approaching legion, but you 





y need to get there to assist him as quick- 
cis ly as you can. Put your character's group, as 
E well as а few others, in Igelurick, and the 

ў legion will be blunted and repelled. 

S 





Ankiseth has eliminated the main unit ai the 
approaching legion. 


ER Ls 


Ankiseth enters combat, and he's very 
strong. His troops recognize him. of 
course, They may be a little leery of 
fighting their former commander, but it won't stop 
them from attacking. 





Recognizing their former commander won't 
step these troops from fighting him. 





desire. It's worth (ыо 





With the legion Кона, Ankiseth — 
starts his march on the castle. Don't let. : 
him attack, because he is. у zy 
wounded from combat. Instead, send your 

character to attack in front of him. Your — 
enemy this time is Baldwin. 


B Xo SS 


Don't let Ankiseth go alone. 


Ankiseth liberates strongholds dn his way 


Ё to the castle. You may wish to have your 
own troops follow him to hold these 


strongholds for you. or to finish off the units he 
has damaged. 















‘The & towns i in the — 
east are e relatively d 






you can take them if vea ху 


help prevent retreating — 


.— Érab the strongholds in the east to bd 
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If you have 
d very pow- 
E erful group 
with your character, 
you should be able 
to defeat Baldwin. 
When you defeat 
him. he vanishes. 


cm | Baldwin is incredibly strong. as are his minions. When you first 
L encounter him, he tells you that you can't have Yumil, and that 


even if you took him, Yumil would likely kill you. 
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After the БШ” 
Baldwin goes to 
eom Yumil's "chambers to 
tuke him away. Yumil 
protests, say ing he wants to 
remain behind. but Baldwin 
won't let that happen. He has 
plans for Yumil. As he is lead- 
ing him away, Mari. Yumil's 
chambermaid approaches, and 
tells Baldwin to leave the 
Prince alone. 


At first, Baldwin isn't 
at all worried about 
what Mari might do, 
but she proves surprisingly 
powerful, casting a spell on 
the evil knight. She tells 
Yumil to run, but he won't 
leave without her. When Mari 
tries to cast another spell to 
keep Baldwin back, he outwits 
her and knocks her cold. 





_ Mari is surprisingly strong. 












He does the same to Prince Yumil. е 
and carries his unconscious body 1 
away for whatever evil plans he ў 
has in-store for him. 
i 
B. 
B 


Lad 





You arrive shortly after and begin 
searching the castle for Prince 
ЧЕ Yumil. Unable to find him, you 
wonder what has happened, and if he has left 
willingly because he didnt want tà face you. 
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Yumil is gene. Did he leave 
on his awn or was he taken? 
You may never know. 
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The battle with the Western Division is 
over. The entire Western Region has 
fallen under vour control. While this has 
made you powerful, it has also given you a lot 

ES of territory to protect. Everything indicates that 
Lodis will attack soon. To prevent this, 
Frederick has moved the Revolutionary Army 
from Castle Talpaea to Mount Ithaca, 
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As he leaves, he asks Baldwin if the 





Е plans are in place. Baldwin says they 
TE are. and while there have been some 
setbacks (caused by you), everything is moving 
ahead. Richard proves his heartlessness by 
telling Baldwin that failures are killed, even if 
the failure is Baldwin, his younger brother! 
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Now you've done it: You've angered 
Baldwin's older, more powerful brother! 








lower class has been especially anxious to join, 
Soldiers of the Palatinean Army, while prepar- 
ing to fight against you, believe in your cause. 
Many troops from the Western Division have 
defected and joined your ranks. 














A vi 
The Revolutionary Army's success 
against the Western Division has turned 
the people's opinion toward it. The 


You have become a force equal to the Central 
Division's: a true army. However, many 
things still stand in your way. The Eastern 
Orthodox Church has not made known its intentions, 
and there has yet to be any response from Lodis, 

This chapter begins with King Procus in council. 
He, his son, and a wizard discuss. taking the kingdom 
of Palatinus back from the watchful eyes of Lodis. 
There: are Givers of something. that oma се, them 





| С поша Pros realy he looking a rev His son wants 
te throw off the yoke of Lodis. 





the Caliginous ome and а ш, б 
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In your own council, you 
meet with Frederick, Xevec, 
and Ankiseth to plan your 
next move. You'll have a choice as 
to what you want Ankiseth to 
do—he's never joined a 
Revolutionary Army. You can ask 
him te join, or you can tell him that 
his real duty is to save Prince Yumil 
and allow Ankiseth his freedom. 


Xevet wants Lo add the power of the 
Eastern Orthodox Church to 
your own might. 


-There's no more time for debate-the 
Central Division approaches. 
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You's ve fought in ый before, and - 

the map is essentially the same, as is your 

| ‘starting position at Romella, and the 
‘enemy y headquarters in Fort Akkisis. Nothing else is 
the same. however. An enemy legion blocks your 
path. И may be possible to avoid it, but its inten- 

. tions are not yet known. On the plus side. the — — 
troops: from the Western Division have taught you 
how to use legions yourself, and this may help. 





You can approach this mission in one oft two 
ways. You can head through the middle, 
grinding through the enemy legion. Thisis |. 
time-consuming and difficult, not tà mention pes 
because of the cockatrices in the enemy groups. Or 

you can make this very easy on your self and finish the 
mission in just a.couple of days. 

For now. skip dealing with the idea of legions. 
Dispatch your groups. Send one or two slightly east of 
your headquarters to fend off any ene mies approach- 
ing. There's a powerful flying group to deal with. 
















Move to Dardotinclls on your map. 
Your campaign against the Сеш 
Division. starts here. | 
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The map is familiar, but the situation 


One group heads just aua your UAE to start 
with. Others are heading up ta лет: 














| Meaieile. take your character and 
) D four strong groups north to Melphy. 
Tt should be no problem to capture 
this vitrine Use it to rest your units for 
- about half а day, then push east. 














Despite your conquest in the d the 
main enemy асаа hasn't moved. 













Now comes the fun part. 
Rest in Dardunnelles, 
then send your groups 
straight east into the fort. You - 
may need to fight a unit 
or two on the way, 
but they shouldn't be 
too much trouble. 


tuni iy this j isa ch | 
к the middle of the oe] Iti is ‘ 
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The enemy legion has difficult-to-crack The legion is blunted and Dardunnelles | $ 
units. If you can't destroy them, at least is open. Nate that the main legion is - шна. E 
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push them back. still immobile. 
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Push east from Dardunnelles. You encounter more groups 
and more priests on the way. 
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It soon becomes 
clear to the 
enemy that you 
plan to attack the fort in 
force without con- 
fronting the legion first. 
The huge legion starts 
moving, but it should be 
loo far away and too 
slow to react to be able 
to stop you. 
































When you reach 

the fort, you are 

confronted by 
Uje jeanne the priest. She 

` doesn't want to fight, but 
she also doesn't want to 
lose her way of life, She 
also tells vou that regard- 
less of what you may 
wish, it's too late for the 
revolution. 
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"x : The legion turns and moves out, but you should already 

E. he prepared to attack the fort. 

Concerted attacks directed at the priest 

should win the day for you. She can heal revolution is ending. Lodis has sent 
herself effectively, though, so you must -- troops to the area to deal with you and all 

hit her in force to make any headway against her. of the warring factions in Palatinus, The true 

showdewn with the Holy Lodis Empire is coming, 


When she dies, Ujeanne tells you that the 





However, M pele this v was oh to pae 
- sooner or later. Hugo arrives and tells you that 
— Lodis! objective is the destruction of the 

~~ Revolutionary Army. 





While Ujeanne is still alive, she's wounded, and the unit | 
in front of her has been killed. She's ripe for attack. | 
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One of two possibilities occurs to 
Hugo. First, Lodis may simply keep 
you from contacting the Eastern 
Orthodox Church to prevent them from sid- 
ing with vou and reinforcing your efforts, 

= i Second, they may actually attack the church 
| and destroy the army there, then turn on 
you. The east has a smaller military than 
you and will be easier to defeat. And if the 
church falls, you'll be left standing alone. 





diately both to warn S 
them and to enlist 
their support. 


Are you the target for Ladis' wrath? Or | КҮ is needed, both for you РВ 
ы will they first turn on the Eastern | the church. If you join forces, 
| Orthodox Church? you may have a chance. 
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Meanwhile, in the church, à Berthan Sentinel is 
overcome by a spell and appears to make an 
attempt on the life of Sir Kerikov, an ambassador 
from King Ргосиѕ, Having no other option, the lead Sentinel 
kills her. Kerikov, who witnesses this, accuses the church of 
being in league with the forces of the netherworld, 
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Move on to Gules Hills now. Youre — As the briefing begins, you learn from H |^ For this mission, you start in Fort | Е 

El heading for the Eastern Orthodox Hugo that Lodis has taken away l! Bergiga, in the southwest. Guntherhaal У к 

Ñ Church, and Lodis's troops are probably ag Palatinus's autonomy. Lodis also plans Station, the enemy headquarters, isin T | 
as well. | to temporarily annex the kingdom to protect the the far northeast. Enemy troops are marching . aR: 


on the fort and are reported in the vicinity of 
Guntherhaal. Lodis is desperate to keep you 


iet: | people from you. While you think it's merely 


justification for his invasion, Hugo tells you 


Tia i= X 
ert 1 
Mei c 








that many people in the kingdom are upset by away from the church. i 
T 





your actions, Worse, Lodis has declared that 
there will be no peace accord with you. 
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Its on to Gules Hills to face the minions of Lodis, 
The path starting east has more strongholds, but it's 
| элдек ———— Ф a more obvious route to Guntherhaal. 

You learn of the events between Richard and P 
heiore starting this mission. 












Enemies start attacking along both of these paths, with the more = 
difficult units attacking from the east along the southern road. You 
should have time to capture Amdelm before they arrive, and you 

can use this stronghold to weaken your enemies before having to face 


Two paths lead to 
Guntherhaal. You can 
© travel north then east, 
or east then north. The sec- 
ond route is more attractive 
because it features better 
roads and has more strong- 
holds in which to rest along 
the way. It also features _ 
many more enemies. 
though. Start traveling 
along both paths. 





them at your headquarters. 
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While enemies attack along both routes, the units moving east ace stiffer opposition. 














Your units moving along the 
north road should be able to 
| capture Muji easily, and after 
resting briefly, they can move across 










can have any 
force attack the 
‚ or simply allow 




















them to roam - 
around theland- —— the bridge and liberate Castle Echel 
- scape without in the northwest. 
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. direction. 
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[you werent sure 


from Lodis, your first | x 
encounter proves it. E = “| 
 — on 
| LEN = 


been pushed back in 
the east. You may 
have to face them 

> ater, but they have 
С }) been weakened. 
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Person of Lordly Caliber 


Things are almost certainly a little more hectic in the south, so while 
you strive to maintain your position in Amdelm, you can continue mov- 
ing toward the enemy in the north. Head east from Castle Echel and 





et Novipoldt. An enemy legion guards this town, so move in force to take И. 


= 


КЫА 





The area east of your headquarters con- An enemy legion guards Novipoldt. 
tinues to he tough, as three flying Attack in foree to break up 
units move in to attack. the formation. 


With Novipoldt in your grasp, you are 
within striking distance of the enemy 
headquarters. Either move across the 
river and attempt it now. or liberate the last two 
enemy strongholds. In either event, it makes 
sense to take Bellezoppo, which is the closest 
stronghold to Guntherhaal. 








Novipoldt is yours. Guntherhaal lies a short but 
difficult walk to the east. 










All that remains now is the assault on 
the headquarters itself. Send in your best 
units. or use the legion units if you have 
experimented with the legion. 








Bellezoppo is yours. It's the closest stronghold to 
Guntherhaal, and makes a good place to rest. 





The southern group, even if it doesn't 
assault Guntherhaal, should move a 
group to Colgueff along the western — — 
edge of the map. It's unguarded and worth tak- 2 
ing if only to keep enemies away from it. 


ме enemy is Pruflas, a kata of the. 
. Caliginous Order. You may recall him _ 
being mentioned by name by Baldwin | 
as he spoke with his brother Richard at the start 
of this chapter, He's powerful and deadly. and | 
you will have to be the same to match hir. 


This knight is Pruilas, one of Baldwin's minions т.) a 
knight of the Caliginous Order. 


When you can spare a unit, grab the neutral stronghold of Mezzeni 
in the southeast. then move the unit back to Amdelm. When the ene- 
mies have been cleared out or at least significantly weakened, move 


your force from Amdelm to liberate Kurashino across the river. - 












Get Nerei when you can spare 
a unit to do so. 
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After the battle 
you see more of. 
ERE 


. Because of the strength of Pruflas's attacks as well as those of his 
“minions, you can use a Pedra during this battle, and it goesa long _ 
мау toward stopping this knight in his tracks. At the end of the bat- 
























5 tle, h he rises again, telling you he's happy to have learned of yen dete As шті still seems 
; Bern p in (ше ma he then vanishes. | | | obsessed with power 
| 5 STR and willing to do any- 





thing for power. 
Because he is controlled 

Бу Lodis, this doesn't 

Боде well for the future. 
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Yumil craves power, and he wants power 


БЕЯ 





i ‚ m over you and Ankiseth. Г 
Naw Lodis truly knows the j 
е 
э 
- Baldwin enters = Baldwin leaves E 





with a threat to 





and tells Yumil 
= thathe is entitled i. Mari, saying that 
to such power. Baldwin | И if she interferes with him 
mentions the legend. of again, he'll kill her. 
the Progenitor's. power, | Yurnil still desires 


power, and the strangely 
powerful Mari tells him 
she'll help him achieve it. 


saying that if Yumil could 
wield that kind of might, 
even Lodis would kneel 
before him. It's just what 
Yumil wants to hear, and ' 
exactly what he shouldn't, 





enough to threaten her. 












Move to The Central 
Fair 242 Division is 
i Heights. | here. While 
You'll be trying to the es Orthodox 
reach the Eastern Church has not fallen, 
Orthodox Church it has offered no 
ahead of Lodis. resistance to the 


— Central Division. so it 
. ds waiting for you. 





The Central Division is here, and the church 
has nat fought its invasion. 
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| This is a tall, thin map, which may 
serve to funnel your troops directly 
into combat with the enemy. You 
attack from Dibnoe in the south, and strike 
toward Castle Grann, a day-and-a-half's march 
to the north. The enemy is heavily armed, so 
it takes time to break through its defenses. 
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With only one path to the castle, you can't 
avaid the enemy. 
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| 
: $ -Leia has been sitting in on this briefing The messape comes from Count Silvis, Meredia then asks to join your battal- 
E because she has a visitor. It's her friend Lord of Argent. A small group of pco- ion. She's a worthy addition and she's a 
Ё. - Meredia, who can't believe that Leia ple in the Central Region support the siren-a new character class for you. 
E has joined the rebellion. Meredia asks Leia to revolution, although they are not able to act. = 
é E come home with her. Meredia also has a mes- Meredia asks you to inform Frederick Raskin of 
En sage for your army, the intentions of these people. And yes, Count 
E Silvis is Leia's father. 
= 





a brings à new tharacter class to your ranks, so 
Yeu may want te, take her for that reason. 





Meredia has come with a ‚ and it's good news. > | l a 
Not all of the people in the Central Region are against 
M you. This may help you in the future. 








There's only one =} 
way to go as this — J 
^ mission starts, so 
dispatch your troops and 
send them north to liber- 












you. In addition to the 
group waiting in Pontii, 
three others a pr es 


ate Boulli, which lics 
between the two bridges, 









direction ог Inve. 3 m К 





There's only опе stronghold you can reach easily. 
zi Move toward Boulli. 





i When the attacks have been countered, 
“mave уе be de eee zs town. 


It will be quite a logjam for some time, 
especially if you are using legions. Hold 
tight, and don't forget to heal your groups 
after large battles. The initial enemy attackers are 
followed by several other enemies, including a fly- 
ing group coming from the west toward Воші. It 
takes awhile before you'll have a moment to do any- 
thing but deal with enemy attacks, so hang tough. 
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Inze isn't critical, hut after the first few days of battle, 
you may need the witch den. 
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А few day's worth of battle gets rid of some enemies. 
Baulli joins your group. 
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p Мохе your main group from Boulli up to Danillof. An enemy legion -. Now you have something of a problem. The enemy group guarding | pr Ж ў 
[i ы guards the town, which means more fighting ahead. Move in and ‚ Rajisk across the bridge from Danillof contains a pair of cockatrices. » É ; 1 
= push them back, destroying the central group first if you can. Rest — — Unfortunately, there's no way to the castle but through this town and. = — n | 
through this group. Bite the bullet and charge through them, hitting them as EI 





=o here for a little while to heal up your troops, particularly the unlucky group | 


that fought the enemy with two golems. hard as you can. 
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The legion is broken up, tlearing the A difficult group holds Rajisk. There's It may take a few battles and a few Ж 
no way te avoid it. revive stones, but Rajisk 15 Е 


road to Rajisk across the bridge. 
: finally yours. 















| The enemy 
| units guarding 
the castle will 
attack. if vou near 
them. Send up groups 
to draw them into com- 
bat and knock them 
back a bit, Neither one 
has any method of 


With Rajisk in your grasp. only one stronghold remains besides the 
| enemy headquarters. However. two enemies guard the approach to 
— the castle as well. Send а couple of groups over to take the strong- 
hold of Elaine to the west. It offers better access to the road leading up to 
Castle Grann. 


















healing itself after bat- 3 
tle; so any damage you - 


do to them should be 
permanent. 





Let the guarding units attack you to weaken them, th 
move in for the kill. 





© Blaine offers a better and faster route A 


As the road | | 
QJ to the castle | | 
E-clears up, fo 


send some units 

along it. Jeal always: 

{ faces down, which 
allows you to attack 

. him from behind. 

This makes destroy- 

ing him easier. 








In your first encounter with Jeal, he tells you not to bother trying to get 
support from the Eastern Orthodox Church, because he will slaughter 
- you. Attack him in earnest, using a Pedra if necessary to kill him. 








Using a Pedra can help eliminate Jeal in 
one combat. 


В ^^ When he goes 
| 4 down, Jeal tells you 
that the church and 





AL 


€ и0188 













—— 


4 
the entire Eastern Region are g= 
already under the control of * 
the Central Division. He S 


— үне - 


LETN“ 
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wishes he had dealt with you 
earlier, but before he can say 
more, he dies. 


* 





Jeal dies telling you the church is already controlled by 
the Central Division. 
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E can | | 
t After the battle, Hugo tells you that Archbishop Odiron has lost his 
Е position. It appears that Jeal's dying words were correct, and you've 
= : moved too late to capture the support of the church. digon lost his 
e station thanks to the event 
4 E at the start of this chapter. 
* k He's been accused of con- 

E sorting with the nether- 

Ё: world. Kerikov is Odiron's 
e new replacement, and he is 
= a puppet of the king, who is 

=: a puppet of Lodis. 
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The good news is that while Kerikov's 
position as archbishop also makes him 
the general of the Eastern Region, the 
people will not stand for it. Huge tells you that 
the rumor about Odiron's contact with the nether- 
world is pretty suspicious, The rumor indicates 
that the Central Division has been contacting the 
netherworld to assume control of that area, This 
unsettling news makes it that much more impor- 
tant for you to reach the-church. 












ES 
zu 
: You must reach the church! 
r 
А ІГ you want to face a known 
enemy, head to Capitrium for 
your next mission. 
X 








quick way te the church. 








Person of Lerdly Caliber 


Jeal wasn't lying. Odiren has been replaced by Kerikov, 

















You've decided to head to Capitrium for a 
























Huge tells you there are two possible 
routes to the church. One is through the 
Tremos Mountains. This route is clear of 
the Eastern and Central Divisions, but there's no 
report of what's actually there. The other route is 
through Capitrium. The enemy is there, but at 
least you know what you face. 














a Pa 


Additionally, an outcast Berthan Sentinel 
is reported to be heading for the Vert 

- Plateau. Berthan Sentinels are mighty 
mcr This could create an even tougher prob- 
lem for | you if the rumor of their collaboration 

it | demons i is true. 





> 
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Hugo starts right 
in when you 
arrive. Your 
headquarters are located 
m Rososhi in the south- 
west this time. The enemy 
is holed up in Castle 
Eundel, almost directly 
north. There are reports of 







9€ 





many monsters as well as This map is filled with 
undead in the area. difficult terrain an 4 
Expect ambushes as you enemies that refuse 
move toward the castle. e 





As the mission starts, two enemies 
await you on the high ground to the 

- northeast. Send some units up to deal 
with them. At the same бте, move two or 
three groups east to capture the town of Balta, 
It contains no enemies, but there are two. | ; 
groups in the immediate vicinity, 





Note: 


As usual, enemies are 
clase hy when you start. 
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Many of the enemy groups contain undead units. These creatures From Balta. move 
often regenerate after battle, coming back fully healed to fight again. your troops over 
Because of this. make an extra effort to attack leaders so that these the highlands to | 
groups cannot act with direction. 2 | claim Surina. This puts 

Р | : you much closer to enemy 
headquarters and gives you 
a good place to rest as you 
move up additional groups. 





Surina is one of the three strongholds at the 








Many of youre enemies aie Teen a E may get kicked out il Balta initially. center of the map. E 
| а when you kill them. — - Fight your way hack in and take it. 4 
bo for the leaders. S 1 1 





The three central m 
strongholds give | 
you ап excellent 
base of power to work 
from. Concentrate your 
units in Purlova belore you 
head across the bridge to 
liberate Pudozey, which 
lies close to the castle. 


Back Бу; ir 03 start sending groups north to claim the 
strongholds there, Purlova, with its central location and witeh den, 
should be a priority. but you also жаш i liberate Ellista in the west. 


Mi 





With the three central strongholds, you now have a good 





March in force on Purlova and nah this — group looks fearsome, it's 
stronghold. It makes a geod place te . not that tough. Ghosts can't base of power to work fram. 
stop on your push north. | hurt deca at all. 





While you тау wish to capture Lupe in ithe far néribeadem corner of 
the map. it's capture doesn't really further the mission at hand. There's 
no need to risk your troops to capture this stronghold. : 
Move across the Pudozey when your troops are ready. sending everyone 
from Purlova as well as Ellista. Things get a little heetic 
here, as leaderless units and those guarding the castle 















mill about. You may need to temporarily retreat to 
Purlova. If so, don't worry ‘about it, Take the time 
to. keep your troops in shape if you need to. 





March across the bridge with every- Pudozey is the best place to wait while 











ne thing you have, and bring the groups your troops heal up. It puts you 
from Ellista as well. close to your goal. 





After the battle, you meet 
with Biske. You tell him 
there is nothing more keep- 
ing him in this world, and he dies 


Biske's army 1s massively 
werewolf named Biske the strong and deadly. There's 
Beast. He tells you that he no good way td deal with 

was released because the | him, other than to take your lumps 


The enemy leader is a 





T 


: | i 
"Revolutionary Army was near, and use a Pedra, or to attack with in front of you, 
and if he doesn’t kill you, he'll be the most powerful army you can. 
captured and imprisoned again. Even attacking from the rear wont 


improve matters much, 
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Biske has по more reason to 


stay in this world. 





_ Віѕке is an evil and powerful warrior. манай" (н 
Using a Pedra alter you've damaged 
Biske should take him aut. 
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Person of Lordly Caliber 


Mari finds Yumil. but he ts not sure he 
can control his own power. Y uml tries to the Vert Place 
e to keep Mari away. but his power seems 2 oronto Сеа 
to fade. There is something inside him now, ad the Orthodox Са 
yearning to break free. Mari tells him to accept 

this power and use it to claim the entire world. 


ee The scene then switches to the Tremos Mountains. Yumil is being You may now = 
Ё held captive by the Caliginous Order. It does precisely as you feared 
it might: it attempts to turn Y umil into a powerful ogre. The plan 


backfires, however, and Yumil kills the knights surrounding him. 
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ће Caliginous Order's nefarious plans fer Тиш backfire. 
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Mari comforts Yumil as he screams for more power Es 
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| E | Hugo jumps right into the briefing for 
È this mission. You begin in Sagith, in 
ES {һе southeast, while the enemy waits in — 
Marrilaife Castle, a day and a half straight — 
north. There are many unconfirmed rumors j 
about the Sentinels, and scouts have reported a 
dragon in the area as well. The Central Division 


There's nothing on the map as you start 

the mission. Dispatch your groups and 

- march them toward Estergum, just up the 
road from your headquarters, The group holding 

-itis strong, but if you attack in force, you should 
be able to push: it away and take this town, 


While it's not one of your main 






objectives, you may wish to attack 
the Vert Plateau. 






















- is pursuing the outcast Sentinel. 
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2 As you After you take 
=: enter com- Estereum, move 
- > hat. you more units from 
> notice the huge your headquarters апа take 
At number of dragons Chrisalouis, the town in 
5 in these armies. the south along the west- 
=i Hugo mentioned m side of the map. While 







one, but it seems you do this, more dragon 
that every group 


has one or two! 


groups appear on the road 






north of you, moving in to 
push you out of Estergum, 
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Once you have blocked the road to your headquarters, 
send your other units west to liberate Chrisalouis. 
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After you take these two strongholds and fight off the attackers, you 
probably want to rest your troops for a day or so. When they are 
ready to eo, move them north. In the west, head up to Fort 
Hillverich, while the eastern group liberates Queshay. 


The road to 
Chrisalouis is 

| blocked as well, 
and you wan't have an 
easy time breaking 
through. Capturing this 
town prevents the enemy 
from sending groups into 
your headquarters via this: 
route, however. 





4 
-Bhrisalesis provides one less enemy-clegged path nord — — E — | E 
Moving in on Queshay won't бе as easy Taking Fort Hillverich isn't too hard, P 
as it looked originally. and it allows you access Le the E» 
northern roads. Ji . 
| 








When you can, move back up and take Queshay. Hold out here and 
clean up the mess of the legion. Now take a look north. 

Two more strongholds lie to the north, and both are important. 
Your western troops should move northeast and liberate Sarisk. Any groups 
who have lost units should move here as well, because this is where the 
witch den is. Send your other units. and your main attack force, to the north- 
eastern town of Dossoll. It offers the perfect position to assault the castle. 


As this eastern group crosses the bridge, a very 
large legion of Central Division troops approaches 
from north of town. This is an extremely powertul 
bunch of enemies, and you 
may be forced to retreat. If 
you can break up the for- 
mation same und weaken 
it, pull back to Estergum 
and force it to cross the 
bridge to get you. While it 
Is.occupied with move- 
ment, you can pick off a 
couple of groups, making 
the leader easy to kill. 








Маганда assault is АШ е е ed | Send the western group up to Sarisk. While some reps converge on risk, 
E e» lost their a ae This town is relatively clase ta the саѕ- send athers northeast Lu 
г | tle and contains the witch den. liberate Dossoll. 








She's tough, and her drag- 
ons are tougher. 
Concentrate your attacks 
on he r. Stack your attacking group 
so the strongest characters are on 
the right side, giving them a direct 
path to Fourierre. 





Move in and attack Fourierre. She's à 
dragon master with a pair of dragons. 
She wonders why you have come 
here-her task was just to track down the renegade 
Sentinel. She also accuses pee ca of using monsters. 
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: As you have prob- 
p ably expected, 


Fourierre's dying 


== 








© uoissi 


breath is a warning to you 13 
to prepare for the worst, S 
Your only option now is H 
to attack Саригїшт. | 
р 
E 
E: 
b 
i 






Fourierre dies, but not without telling you that the worst is yet to come. 
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Attack this time from Salavaat, in the 
southeast. You must reach the enemy 
headquarters at Fort Bertuga, in the 
northwest. Scouts have reported massive forces 
approaching from the west and north, and the 
mountains nearby will make flanking, these ene- 
mies tough. You'll have to с them 





Hugo gives vou the bad news when you 
arrive. The Central Division figured out 
your plans and hired a band of meree- 
папе to lie in wait for you. 


You've decided to avoid the Central 
Division and move through the Tremos 
Mountains, Go there now on the map. 




















Avoid the Central Division by fighting through the 
Tremas Mountains. тиин the Central Division guessed your plans 
and hired mercenaries. 





Before you start this mission. you need to prepare. Every group you 
possess needs to carry as many heal leaves and heal packs as possible, 


E < му one main path eas to Fart Berga. The ater route tra 
PEE en 





as well as at least one quit gate. Things are hairy early on, and you 
will be under constant attack. 
The ability to heal and move 
vour units quickly serves vou 
extremely well. 







atch your nine best groups to accompany 
“as that there. RUM two Use n ип. 





Make sure your units are stocked with healing supplies 
and quit gates before attempting this mission, 





Send out a couple of 
stron’ groups to attack 
both legions first. You 
can't expect a lot of success here. 
but forcing the enemy to use up 
heals or to sustain laree amounts 
of damage makes the defense of 
vour headquarters easier. As your 
own groups аге damaged. use 
their healing items or send them 









Ree а у е Hold off these Saas "ie ough. 
against the enemy groups, hitting the central 768; ‘unit, Breakin 
up the legions helps. because this may force the damaged enemies back. 





ONES га зап having them move in to attack again. 
back to headquarters. As the After a few concerted attacks on the ther than having then move in to attac 
enemy gets very close, use quit leader, retreat, heal, and fight again 
gates, heal units in vour headquar knowing that one enemy is gone. 


ters, and recispatch them. 


One group has been knocked 

out of the northern forma- 
tion. It's a small victory, but 
a victory nonetheless. 





A strong attack has killed off the centurion Both legions have tough groups, but 
at the center of this legion. Its attacks will this ane in the western legion is 
no longer be as directed or as dangerous. particularly difficult. 
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Groups are retreating and running into others. You're attacking and When you have healed fully, send your groups out to 
being attacked, and it seems as if it will never end. But, there's liberate Согріпо, which is west over the mountains. 
“J. some good news. Despite the pounding you have taken, you should — There's one group 
still be in pretty good shape to finish out the mission. Vray all of the here normally, but any left 
‘enemies were in that rst attack. ! | legion groups that still 

| | E have leaders are probably 
here as well. Take it over 
and move any units who 
lost troops in the initial 





a 
> 





assault to this town. Have p 
vour assaulting troops rest it 
z here for a little while 5 ] 
before pushing off again. | 4 
a. d 1 
om The aftermath: The enemies are leader- Corpino is your first conquest aiter the initial БМ 
cing legions. less and retreating, while you return to avalanche of enemies. E 
e - a headquarters te heal. n" 






When your troops are ready, cross the river and march 
toward Fort Bertuga. You can take it now if you wish. 
= However, 
Coongul. the stronghold 
on the top of the mountain 
north of the fort. holds the 
witch den. which you may 
Want to use at this point, 


may not Ww ihe. power 10 dod so, cul if enemies bom the 
northern legion are resting. here. Tf you do capture it, send a unit 
farther north to ‘grab Schime. because i it is que unguarded, 





mnt = аалы. ==" 
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Taking Fort Vitzdar isn't critical, but it Sehime in the north is unguarded, — 
keeps a few enemies farther away from Liberate it i en 


yaur headquarters. 


| М you take Coongul, you 
L can use it to march on the 
E last two strongholds. Neither 
one is guarded, and you can take 


them both ашу. 



















Coongul is worth taking for another reason. If you enter the 
stronghold at Corpino. you hear the story of the devil child. a 
local who turned his friend to stone. You meet him when you 
enter Coongul, He tells you it's the 
truth: he summoned the denizens of 
the netherworld, and he turned his 
friend to stone. You'll be given à 
choice of leaving him alone. or ask- 
ing him if that's what he really wants, 
Select choice two and you will meet 
with him after the battle. 









This man in Corpino tells you of the 
devil child who turned his 
friend to stone. 
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You find the devil child in Coongul. Talk to him, and when given a choice, 
pick the second one. 
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After you defeat him, Kageiye is impressed with your prowess. Hie 
offers to hire himself out to you. If you tell him you aren't interesse 
in his services, a familiar voice answers that he will help you. irs 
Paul Lukische, the devil child, and he joins your battalion. 


The enemy in the fort is Kageiye. а powerful 
-sword master. Attack him from either the front or 
the back-either way, you have a direct shot at him. 
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ds you prepare your attack, ather groups  Kageiye i is confident you can't beat him. 
liberate the last two strongholds. poem offers his services aiter the bat- 


tle—for a price, of course. 





.| You stay in the Tremos Mountains 
| for your next mission if you have 
— elected to take this route. 
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You've got another mission to com- 
plete in the Tremos Mountains. 
Head there. 


ae 








You complain to Hugo at the start о: 
this briefing that you de not have any. 


time to waste here. You need to get ——— 
moving. Bomen Hosa ев) you that de: am 
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| You start in Palm, at the center of the 
region. The enemy headquarters is in 

MR - Save Checkpoint, just half a day's march 
= Кы You are чу ан by the 
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diers. It's not clear if these are troops from L х 
or from the Central Division, but you need 1 
operate carefully for this mission. 
































$i 
: You spend another mission in the Tremes Mountains, but 
& in a slightly different location. 
i You object to spending more time here, but you don't 
= have a choice—you're surrounded! | 
| Several enemies are present when the mission Dispatch your 
starts. It's everything Hugo said it would be and (Be, groups and send 
- more-two of these groups contain an ogre, and | ~ a couple of for- 
I) another contains ays out to weaken the 
| two of them. This approaching enemies. If 
will be tough fora you can knock them 
few days. back and buy some time 
fi for your headquarters, - 
d so much the better. 
zi 
=r 
i 
=. Чыт enbat, et oleh 
FEN group is rendered powerless, 
1. Enemies surround vou an all sides. There's 





nowhere to run. 


P] 








The good thing 


You get hit from all sides, but there's really only one 
| about this attack 


group from each of six locations. While it's tough, it's 














<= is that while the nothing like what you survived in the last mission. 
groups are tough, you — When you can, send a unit or two out to capture the eastern 
_ shoulda’ t have too much town of Ulda. It's proba- 
EU iculty hitting the bly the least important of 
... leaders . This is especial- 


the strongholds, but it 
allows you to quit watch- 
ing for enemies from one 
direction, 


mport; nt when fight- 
E 
на und 3e 








This is more like it. The ene- 








З : Things are clearing ou out a little, but many mies who attacked at the start "m 
x enemies are still around have all heen pushed hack, ig 
P^ UE E their leaders killed. Use this p 
jy - chance to take Ulda. К 











Turn your attention north to the city of 
Soshiba. Unfortunately. it's not much 

— better here. The group here contains a 
siren, a wyvern. and а powerful Ogre. Still, this 
stronghold is on the way to your final destina- 
lion, so move in and claim it, 


Таке a lage fice ‘ind move west. Send Cip: | 
several groups south to claim Ibu Deli. 

There's no real. need, because it's about 
as RA as Ulda. However, the group guarding 
this town contains three goblins and a pumpkin- 

head. making it extremely dangerous to attack. 
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ә counte ape аи 
the Vini. не tells you he came 
~ here because Lodis moved on 
_ | Palatinus instead of suppress- 






CONES 2, Move north and liberate Soshiba. This is close to the enemy. 
and a ашуын. | е сш тг 6 headquarters, and you can attack from here if you wish. 




























Мо it's time for 
the final assault, —— 
-  Eudika's group con- | 
tains an Ogre and two goblins, which is bad 
enough. Worse, she is positioned behind the 
Ogre. so you need either strong troops with 
ranged attacks, or the ability to smash your 
way through the Ogre to get to her. 
When you meet her, Eudika tells you that 
the Infernal Aura is spreading across the 
Тапа and that her queen will finally reawak- 
en. Things are going from bad to worse! 





Eudika looks forward to the coming of more monsters. 










кийа» к жойса are 
dor Zeda, her leader. This 
6 odes ill. You may 


If you have not vet 
seen the Prince Y umil's 
encounter with the 









-Zeda as the one who Knights of the Caliginous 
silence’ the | powers Mari now Order. you see it now, 
has. Is she really. behind the 
же of the mee 


Is Zeda behind the appearance of the M d 
Infernal Aura? 
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т с nowleda: 

| ^! ltappears Prince Amrius is in Celesis, waiting for your arrival. Hie 

È _ questions Kerikov about the location of the Temple of Berthe, wines 
— the power of the Progenitor supposedly awaits. Kerikov tells him te 


has found the information, but won't tell him where he found it. 


It's time to 

make a push 
toward the 

church. Go to Celesis. 





It's time to кш to reach the Didi and rescue 
Archhishap Odiron. 
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In your own brief- 

P ing Hugo tells C 
= you thatthe —— 
Central Division шр. Л 
to find this ultimate | br 
power, The truth of the 

- matter is in Celesis, one 
way or the other. 


Pruflas arrives then. The Caliginous Order knew about Amrius's 
plan to find this ultimate power and use it to reclaim the kingdom 
all along. The Caliginous Order wants this power for itself, natural- 
ly. Kerikov is ordered to stop you, or at least occupy you while the 
Caliginous Order finds the Temple of Berthe. 








Magn us 


"Ultimate power? What is it? 





ems gates discaver the m 





Amrius's plotting was all for nothing, Rather than joining with the Eastern 
Division, it looks like you will 
he facing them. 
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There's nothing around you 
when this mission starts. 
"You can move freely at first. 
roup to capture the neutral 
ace St Brom. which п lies 









You start in буы: in the northwest E 
corner of the map. The goal is to reach ^O 
Celesis, located straight east. The route 
east is quick, but it's reported to have been — 
blocked to prevent you from using it- 


A messenger arrives then, telling you 
that the Brigade of Radiant Cross has 
left Celesis and is heading south, toward 
you. The legends suggest the Temple may be in 
the Tremos Mountains. You must stop the 
brigade in its tracks, reach Celesis, and rescue 
Archbishop Odiron. 








Take Nedjinn ії you wish, There's no 
pressing reason nat to, and it 
takes just a minute. 





You can head straight for Celesis, but the terrain is 
rough. The other route takes days to travel. 





The Brigade of Radiant Cross is headed toward you. You 
must reach Celesis as soon as possible. 
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An enemy approaches from the south soon Keep moving, hitting this group when From Pinneg, continue south and grab — — т Ж 
enough, March your troops down the road F É you have to. Otherwise, head straight Banna Barra on the southern edge of the 3 m 

to encounter this enemy. Push them back. У for the stronghold in Pinneg. Getting it map. As with Pinneg, it lies on your А. eee ү 

тһе leader of this army is a priest, which makes it is the first leg on your journey to Celesis. In route and is worth capturing, if only to rest M 


addition to the first eroup you encounter, you before continuing your march. 
have a second to fight through. If you move in 


force. this won't be much of a problem. 


difficult to kill and weaken the group. 


Dio 
Satie Гуе oe | 


p^ A d e. 
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я À 
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You won't have te go out of your way Lo capture | | 
additional strongholds. 


Many ai ithe leaders you ineei in this mission are inn 





Because there's only one good road, move in forte. This 
makes taking your first few strongholds easier. 
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Continue down the road. taking Kalla | E^ | When you take Cotlass, rest for a Of course, this doesn't mean that you @ 

and crossing the bridge and liberating L minute before planning your пехі move. can't or shouldn't send troops up the left p х 
Cotlass. There's no pressing reason to IE Two paths lead up to Celesis. The path side as well. Caraton is worth taking just d 
deviate from the road much. Just move into each on the right is preferable because it features bet- to keep it out of enemy hands, Bolisk 15 by far LH 
town and liberate it, destroying the enemy guard- ter roads, You reach your destination sooner, the preferred place to attack from. » 
ing it before heading to the next town. and you need rest less after you get there, Move P 





up on the right and claim Bollisk. 





Үш гап take both routes sil you like, but the units you | 





Her Вана Barra cms Il, and Irom Kala yon a E spe nape sen EOE NETES plan to attack the city with should be ап the right. } 
mave on to Cotlass. | а, ‘The right path has better reads and ; 





hetter access te Celesis. 



















The good thing about 
the groups guarding 
Celesis is that while a 
sale of them have some 
power, you don't have to worry 
about the survival of your 
units. These groups are 
more concerned with 
healing themselves 
than fighting with 
you. March up 
and storm the city. 
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поене ир 


“The wath up ps Celesis i is ава. 
legion awaits Yous pend it's not as 





You may have to m а lot to reach the city, but only a 
couple of groups really have the power Lo hurt you. 


| The group waiting just outside 
the city is quite powerful. This 
one can do some damage. 


а group ee vlerics and priests? They : can't hurt you, dut 
you'll have trouble hurting them, tao. 
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What happens next is pretty fun. When 

you reach the city. you see a short scene 

between Amrius and Kerikov. You stand 

E de doorstep to the city, and Kerikov knows 

" уой are coming for him. He begs with Amrius to 
show mercy and forgive him, but Amrius storms 
out. disgusted with the pathetic noble. 


Kerikov should be no problem. His 
angel knights are tough. and he casts 
the ice field spell, but he's really not 
that strong. Eliminate him in your first attack. 


After the battle, you find Kerikov ш tae 
city. He admits that he used the power ef 
the netherworld to frame Odiron and the 
Berthan Sentinels, However, he blames Prince 
Amrius and says that he was following his onder. 
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Kerikov's attack is relatively poweriul, 
hut you've seen a lot worse. 





The simpering Kerikov is worthless as an archbishop, and 
not much hetter as a general. 















Kerikov begs for his life and says he'll tell you 
Lodis's plans. He confirms what you already 
knew: They are looking for the Temple of 
Berthe to find the ultimate power. As Kerikov continues 
to beg for his life, anothgr, person enters. 


уве must now. stop Lodis. Odiron orders 
_ the Sentinels to assist you, but you 
= decline. telling them that they must stay 
rote Aag: burch instead, 





Temple, diy тау already: Be it within thei 
grasp. However, only the one called the ГӨ 
of the Covenant can wield such power. | 





Lodis has gone after the ultimate power. 
You'd always thought it was just a myth. The ultimate power iue dues exist, but mpi a very 


special person can contain it and use it. 




















To stop Lodis. 
you need to 
get to where 
Ladis is. Go now to 
the Temple of Berthe 
to protect the ultimate 
power from being 
acquired by the Holy 
Lodis Empire. 


rage. Sunil is missing. m Pruflas se 
al knights 
out to find him. 
Pruflas questions 
Mari about what 
happened, She 
knows something, 
and he wants to 
find out what it is. 


Treple of Rerthe 













The church is safe for now, but no ene will be safe if 
Lodis acquires this power. 


— investigates the devastation lei " 
Prince Yumil's rage. — — 





Hugo starts right in on your briefing. Your 
headquarters is in Vitegra, in the southwest. 
The Temple of 
вее, your ultimate goal, 
NI across Iwo mountain 
ш to the northeast. Air 
са d toward you and 





25 ‘The ny rs edn tothe Tp are йе nc 


Attack from this direction. 


Several of the flying units may retreat e even before they move in to 
4, attack. They are waiting for you to divide your forces, hoping to 
E- catch your headquarters. under-protected. Move some units up to 
Lugeph. This may tempt one or more of them to attack either there or at 
your headquarters, letting you destroy them. 








Some of the flying groups may retreat if 
per eee ee 





From Lugeph. send your main forte soot to Баса. Use ie 


roads that Red up to the е Temple. There should only be one group 
ph when. m took this stronghold, 













ters, so don't leave it unguarded. 


E you hive spare group. 

push to the northeast and lib- 
-erate Sermi while your 
troops are resting in Gremiha. This ts 
the perfect time to liberate dd 
stronghold. — — 









A single group can liberate the unguard- 
ed Sermi, ta the north. 
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Things start out hectic, but you've had 
worse, Dispatch у vour groups and send a 
n few out to the east and north to block the 
incoming enemies. Some of these groups are pretty 
strong. but you should be able to fight them back. 
Keep pushing them and destroy them completely. 


Cip: 





Several of the initial groups aren't that | 
tough te deal with. P 





-A lew enemies approach at the start. 
Fight them hack. 








= | You can also provide a diversion by sending a group east from your 
headquarters to claim Kud Im Kalle in the southeast. It may draw an 
enemy or two Lo 
it, and take a little pres- 
sure off your headquarters. 






















i ERN Taking Kud Im Kalle in the southeast may lure some ene- 
mies away from your headquarters. 
Follow the road out of Sarrehart and capture Gremiha, which lies just 
to the north. It's not an important stronghold, but it offers a clear shot 


toward the Temple as well as the stronghold of So Kol, which lies 
extremely close to the 


Temple. It's a good place 
to heal your troops before 
your next push. 








Gremiha offers the perfect position to move inte 
So Kol, just outside of the Temple. 


Sst 


1 





Move carefully from 
Gremiha toward So 
Kol. Not only is this 
town protected by a strong 
eroup. the approach to the 
Temple is guarded by four 
groups led by knights tem- 
plar. Worse, inside the 
Temple there are three 
groups including Pruflas's. 





» US 


a 
ig 





The area around the Temple is heavily 
euarded. A charge will get you killed. You 
need to tempt the enemy out of position. 
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= б Try to coax the guarding units to attack you Again, you need to tempt the enemy out to attack 
ERS) on the highway. You can probably get the two you. Move in slowly, trying to pull them out one at 
Ei central groups a time. Attack the 
| то move toward you, Jeaders so they lose their 
| 3 and you can destroy effectiveness, then retreat 
= their leaders, clearing back to So Kol to heal. It 
; | v the way a little. With takes a few attempts, but 
P this done, move in and in time, you're left with 
PIE BU S Kol, and use it just Pruflas's group stand- 
E = do heal your troops for ing in the area. Move in 
i A = the final push. and attack, 
+ ze $ 
1 
1 





So Kol is liberated, and three of the powerful groups 
around the Temple have been sent running. 





Before you fight him, you see Pruflas attempting to break the seal 
on the Temple of Berthe himself. Because you are at his doorstep, 


Pruflas is plenty ——— 
tough. Concentrate _ 





he wants the ultimate power to give him the strength to stop you. your attacks on 
But no-matter what he does; he can't get it to work. He then tells you that |  Pruflas to weaken him, 
е you will become his sacrifice to open the seal. then use а Pedra to elimi- 
nate him completely. 
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{ He dies not 
i believing he 
: f could lose to the d 
3 | Revolutionary Army. He the entrance to thee x 
| was a powerful enemy, Temple Dio tells you EL 
E| but you won't have to that the troops are being | 
| З deal with him sent home. You've found. zm 
anymore. nothing that lends any - 
| "support to what Өштоп _ 
| 1014 you about the legend. ў 
i being trug, | 
| 
1 
А As you start to walk 
away, Prince Yumil 
: appears and 
i approaches the seal. You call 


to him, but he doesn't seem 
to hear you. He steps into the 
seal, rises his sword. and 
breaks the seal! 





| Yumil appears and walt ta theseal ———— : Is Yumil the Child of the Covenant? 
















A huge flash of blue light appears, and 
the seal is destroyed. Pour powerlul- 

-. looking warriors surround the prince, 
and all of them vanish. The blue light turns to 
red, and the warriors appear again. Dio warns 
you to get back, but you are convineed you need 
to PR the unes 








"You meet with Hugo, Dio, and Saradin Saradin suggests that the Temple of i 
before the next mission. It appears that Berthe ts actually a Chaos Gate, a portal d. 
- theultimate power spoken of in legend that connects your world with another jn 
and used by the Progenitor was actually the one. H that's true, then this Chaos Gate joins your lE. 
power of the netherworld. world with the netherworld! Suddenly, the fate of / 


the entire world is in jeopardy. You must close 
the Chaos Gate, 










You don't need to travel for your next mission. Evil is 
coming out of the Chaos Gate and must be stopped. 








nitor’s power truly that 
ELLE 





А Chaos Gate? The Temple of Berthe is really 
a connection to evil! E T =; 













You might be worried. but you need to con- 
„centrate on the mission at hand. You fight 
гоп the same map this time, but you're head- 
quartered i in Gremiha. Again, you must attack the 
Temple of Berthe. Most of the demons appearing in 
E the urea have already left, but more are coming. 
They are already surrounding your position, so you 
| need to vork quickly to pi 



















It's the same map you just fought on, 
but the situation is very different, 
















Enemies are on the march from Sarrehart 
in the south as well as Lugeph. You can- 
also expect to see troops moving down —.— 
irom Sermi in the northeast. Worse, a huge enemy 
legion appears near So Kol by the Temple. 
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The enemy legion won't bother you for some time. 
Concentrate instead an the enemies closing in. 
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When the first attack is over, take stock 
of the situation. Send a foray northeast te 
capture Sermi and eliminate the enemy 


The attack takes a day or so for you to 
fight off. Keep retreating your lead 
groups back to the headquarters and 


The initial enemy attack can be blunted 
by sending a few of your groups out onto 
the road east of your headquarters. In 





this situation, attack the enemy leaders to make replace them with fresher troops as you take groups in the area. You may want to crush those 
their groups ineffective. This is especially true of | damage. Fortunately, most of these enemies who have lost their leaders to prevent them from 
the groups that contain undead creatures, which | have no way to heal themselves, so any damage getting in your way (as well as for the extra 
regenerate when killed. they take will be permanent. experience). А, 


G; 





| et 5 T hut "m gives you — et than 
your headquarters to rest your cod 





Send groups out to block the approach of the enemies. This The enemies are repelled. Take stock of the situation a 
buys you some time and prevents a massive assault on Gremiha, hefore moving eut. Lee 














. Send someone over to take Kud Im 

Kalle. Like Vitegra. this stronghold is 
|. - unguarded, and you can simply move 
| a ; and liberate it 







With Sermi captured, send a powerful 
force to the south to rout the enemies in the town of Sarrehart, the erm 
holding the strongholds of Sarrehart, lying in wait for you has a lot of. 
Lugeph, and your old headquarters at Vitegra. power. Move in with two or three very strong 
1 Clearing these enemies away keeps your head- eroups of your own. | 

| quarters safe from attack via the southern road. 


These are not easy battles. Especially 


















zh 
| 
4 
3 
| 
i 
3 
= 
| i 
| Sarrehart should be captured, even if 
4 you don't take the southern - | ya IT TT m 
i Ree You can also move down and capture Lugeph р rate 










е5 ки Im Kalle in the east. 
aiter taking Sarrehart. v 













1 With the roving enemy groups cleared out and destroyed and 
L all of the strongholds but So Kol under your control, move on 
E the large legion at the center of the map. It looks a lot tougher 
than it is. Certainly. it contains a couple of very difficult groups to deal 
with, but for the most part, you 











~ l; shouldn't have too much difficulty 
J breaking up the formation and 
| destroving most of these groups 
| entirelv. 
Е: 
' = 
i It can be hard to see what you are doing as you move 
toward the middle, 
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Move into So Kol when you can. Опсе you claim this town, you — 
encounter both Richard the Dragonheart and Baldwin. They tell you 
f that their plans are to use the Chaos Gate to descend into the nether- - 
world and conquer it, It seems like a crazy plan. Just as they are about to _ 
attack you. a familiar voice cries out. 


When you first 
attack the formation 
E. ог make a move оп 
the Temple. the giant legion 
attacks. You may find it 

2 ич» necessary to 
























The enemy legion attacks and may push you back to кї 

headquarters. Don't worry if this happens. You can fight | | == | E | 

them just as well from here. Richard and Baldwin are waiting The brothers from Lodis are confident ИЕН 

in So Kal. their faith will protect them in the ae 

netherworld. ШЕ. 

= | It's Destin and Gilbert. They tell you All that remains at this point is the б 
| that they. will handle: Richard and final assault on the Temple. Head there Ў Г І 
Baldwin. You must go and destroy the now to confront Dekarabia and close i 1 





Chaos Gate now, The two sides then РЕ to the Chaos Gate. 


battle as you leave, —— 


Destin and Gilbert will take care of the brothers. 
Your job is to handle the Chaos Gate. 







Dekarabia is a huge monster called a saturos, and he's 
flanked by four goblins, This is going to be a nasty battle, 
1 but you can beat him. Attack Dekarabia with everything 
to eliminate him. Don't worry about the goblins that assist him. 
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Dekarahia tries to hold the gate open so Attack Dekarahia and avoid 
more netherworld creatures tan arrive. hitting the goblins. 








^| After the battle, you sce the outcome of 
| the fight between Destin and Richard. A 
huge explosion rocks the ground, the 
destruction of the Chaos Gate. Richard and 
Baldwin retreat. 
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With the Chaos Gate destroyed, 
> Richard and Baldwin have no 
SE LII U 
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Residents of Capitrium have been thrown into chaos because 
of the netherworld creatures. This has been lessened to some 
extent by the 
return of Archbishop 
Odiron. Because of the 
recent events, the church 
has decided to stop 
assisting Latium and 
instead work with the 
Revolutionary Army. It 
has concentrated its 
efforts on protecting the 
temple and hunting for 
netherworld creatures. 









| 
Archhishap üdiran has returned to his position as the 
head of the Eastern Orthodox Church. 





-| Meanwhile, 
Richard sits in 
conference with 
one of his deputies, 
Thamu». They have 
heard nothing from the 
witch Zeda, who has 
worked with them despite 
being from the nether- 
world. Of a more press- 
ing concern for Thamuz 
is the recreation of the 
Caliginous Order. 
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Although she is a we creature, Richard 
still plans to use Zeda. 


Elsewhere in the palace, 
Baldwin finds himself 
assaulted by his own 
knights templar. They are led by 
Prince Amrius, who also appears: 
to have succumbed to the Infernal 
Aura. Richard and Thamuz appear 
and tell Baldwin what has hap- 










ч d pened. Rather than face their own 
:d — troops, the three knights flee.. 
* Even the strong-willed cannot avoid 
=] 8 succumbing to the essence of the 


netherworld. 





1! Your plans turn to Latium. There is still 
Ж, по news on the peace accord, and reports 
= suggest that the Brigade of Radiant Cross 


а" 
iiim d 


now controls the Central Region. Lodis works to 
crush the Bolmaukan uprising, which may pre- 
vent it from reinforcing the area, It falls to you to 
march on the Central Region and the Caliginous 
Order to complete the revolution. To help, you 
have been promoted to zeneral. 


titel 4 virt m Mrs Li n2) Ж nai 





" now shoulder 





~ Seeing the threat, 
the Revolutionary 
Army, has 
warmed Latium of the 
problem and is seeking a 
peace accord so that 
efforts can be made to 
stop the creatures from 
the netherworld. There 
has been no news from 
Latium yet. 


























































Е | The door opens. 
107 and goblins 
WE walk in! Worse. 
they are followed by 
King Procus. Has he 
succumbed to the 
Infernal Aura’? 


You conter with 
Archbishop Odiron. He 
Uis EYE de the church 






ETT you u won't have the power of the 
Church to help you, at least it's not 





the iem of the тай. 
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You start on 
familiar eround. 
Go to Gules Hills 
for your first mission in 
this final chapter. 


“its hack to Gules Hills for th ian. m mote 
aver familia r ground ag 








^| As the mission baie your АВТ is assaulted by three pow- 
erful groups moving up from the south road near Bellezoppo. W ork 
quickly. Dispatch your groups and start moving some of them south 
to head off these units. 

_ Send damaged units back 
_ цо your headquarters. 


The witch den is in 
Bellezoppo, and the 


shop is in Amdelm. 





With Bellezoppo in 
your grasp, send your 
troops south again and 
capture Colguelf, which is also 
unguarded. Rest here to relieve 
fatigue, sending one group south $ 
across the bridge to liberate the 
neutral stronghold of Mezzeni. 





Destin and Gilbert believe someone is betraying the Revolutionary Army. 









This time, things — 
are different in 
Gules Hills. You 
start in Guntherhaal 
Station, which was once 
your ultimate goal here, 
The enemy is concentrat- 





ed in Castle Echel, I 
almost due west of your a 
position. Enemy units are z 2 
reported to be concen- E. 
trated between vou and | 
кн P и the castle. { 
On this mission, you fight from the other у 


direction in Gules Hills. 





While these ene- 
mies are tough, E 
vou should be 

able to destroy them and 

take Bellezoppo. The 

town is not guarded, so if 

you can break through 

these enemies, you'll have we 
‚ап easy time taking it. 
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‘Break through the first three enemies and 2 
take Bellezappa. 














^| From Colguelf, go west 
across the bridge and 
liberate the stronghold of 
Kurashino. This one is protected, 
so you must fight your way їп, 
but a couple of strong groups 
should be able to handle it. 





Finally, another battle. Alter taking 
three strongholds without a fight, it's 
almost a relief to see an enemy. 


When you enter Kurashino, you meet 
Destin and Gilbert. If someone other than 
your character arrives in Kurashino first, 
Gilbert only says that he needs to speak with 
you. When you arrive, Gilbert gives you bad 
news. He and Destin were ambushed, They are 
of the opinion that someone is betraying the: 
Revolutionary Army. The two of them have 
decided to withdraw to avoid additional confu- 
sion and conflicting loyalties. 
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From Kurashino. 
cross the next 
bridge and liber- 
ate Amdelm and Fort 
Bergiga. Both are 
unguarded, and you can 
rest here before you push 
north to Castle Echel. 






















| Two more unguarded strangholds? This is 
almost too easy. 






















| Check back on 
your headquar- 
ters. You may 
find enemy units 
approaching from the 
i bridge to the west. IT 
ү you left а few of your 
units here, this shouldn't 
be a problem. If you 
haven't, use quit gates 
and send some. of your ; Te € x | 
forces back to protect mes : к M4 a nci fur 
Guntherhaal. ‘ae, - -= ч 


March on the 
castle. Send your 
units up in i force — 
to take on the enemy. As. a 






















Rugale the Martyr accus- 
es you of consorting. with 
the denizens of the 
netherworld, and he won't believe 
that it's truly the Caliginous Order 
who caused these problems. 
Attack him fiercely, and he'll 8o — 
down in a single fight. arog 
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The way to 
Latium has been 
secured both by 


. Head over to 
Romulus now 





no your next 
mission. Perhaps here your troops and those of 
you will discover the the church. There is still 
‘identity of the spy. no word on what has 
= happened to Xevec's 
Southern Tigers, though. 
1 г € Regardless, you prepare 
=: Pe to assault Fort Romulus. 





You attack Fort Romulus in your next mission. | Discovering the fate ai Xevee must wait until you | И 
have taken Fort Romulus. 








Your headquarters comes under assault from several directions at 
once as the mission starts. You've dealt with this kind of attack Dr 
before. and this one isn't that bad. Move groups out to intercept the 
incoming enemies and 
push them back. It seems 
like there's no end of the 


For this mission, 
you start in 
Lobini in the 

southeast. Fort Romulus 

lies a day to the north- 
west, This is expected to 
be a huge battle despite 
the small size of the map, 
and enemies are spread 
throughout the area, 

| Fortunately. several good 

Ы roads lead to the fort, so 

: 9, travel isn't difficult. 


Excellent reads give you good access to enemy strong- 
holds, but also allow the enemy to attack you easily. 





enemies because new 
ones keep appearing, but 
eventually, this attack 
runs out of steam. 





| Qttochaz, and the shop i is in | 
your headquarters at Lobini. | 





These flying groups are the least af your worries. Others 
attack iram the read. 


















When it does. many of 
the groups who attacked 
— you at the start of the - 
mission will be resting in Norle, 
just up the road from your head- | 
quarters. Move up the road and tg zu 
take this town, then Bane ee 267 3 
bulk of yE units here, 2° х 





Enter the strong- 
hold in Norle, and 
you see the rumor 

of a spy confirmed: 
One of your men 

was seen talking to 
the Latium Army. | 








Taking m le provides you with a whole new set of problems as 





Any of the 
different groups ‘of enemies move in to attack. Send out groups to ie you 
skirmish with these enemies. You can expect these to be much push back 

tougher battles. as these enemies are stronger. Several of these groups con- from Norle retreat to 
tain goblins, which put up a terrific fight. Ottochaz, located 


northwest up the 
road. After your 
groups are rested and 
ready for more com- 
bat, move here and 
liberate this town. 





(Ince again, the enemy units retreat, this 
time te Üttochaz. 





More enemies attack when you reach Norle. Some of these groups contain goblins. —_—- . . 
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| Also move two 
_ groups from Norle 
< north to Bilce. There 
TT dE " strong enemy here, and 
leaving this town unliberated 
(0 puts a very powerful enemy at 
your back. Prevent this by 
claiming. the town and 
Sessa the enemy. 














— Taking Bilce ки а реке enemy group fren | 
moving on your headquarters. 








| Rest in Ottochaz if 
| you need to repair. 
the wounds you 
sustained liberating the 
town. When a groupis 
ready to go, send it south 
and take Murau. There is 
only one enemy group here, 
so taking it should not be too 
difficult. This secures the 
south and leaves you with only — 
one stronghold left before 
attacking the castle. кос 


























With Murau taken, move on 

-| Scent. which lies just south of the 
castle. Some enemies may have 
retreated here, but these will leave the 
stronghold and attack you on the road if 
they haven't already healed and attacked 
Ottochaz again. Sceni puts you in the per- 
lect position for your final assault. 


. Fort Romulus is guarded 
Pw several groups, and 
- others may have retreated 
Eon Move a couple of your dwn 
: cir groups to the area just in front of 
i the fort and tempt a few of these 
enemies into attacking you. 

Destroy these groups, or at least 


t kill the leaders to усаг the path 
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Expert a number of hattles when taking 
























i Sceni. Many enemies retreat 
; : here eventually. 
E - - хо № 
r COCOS NR 
E en you reach the fort, your By now, you cl you that 
Sk worst fears are confirmed. The should be used to corte tor 
i E traitor in the Revolutionary Army — attacking the 
pP is Xevec himself. He's allied himself with leader of a final group. 
27 Procus and Amrius to push Lodis out of Xevec is quite tough, but 
ў Palatinus. Because the king and prince | using a Pedra helps whit- 
x Ў have achieved the ultimate power, Xevec Пе him down to size. 
2 believes they can win against Lodis. and і 
А | he thinks f 
E they'll make 
, 2 him a noble = 
Е; alter the war. 
i : 
E : 






predictions of your coming doom. 





The traitor among you turns 
out to be Xevee! 





Once again, 
your mission 
takes place m 
ма Things are a 
little different this time. 





though. Instead of a nor- | 


mal mission, WOU Must 
assault the fort directly 
E confront. Prince 


„м 


Анши — 00 











Q merry 
Head to both doors. There are a lat of enemies inside the 
gate, and this prevents you from being overwhelmed. 















ae cur oups - 


reaches the pate, it u— 





out and force 
you into encounters 
with them. Move in 
arefully, handling a 
single group at a time, 
and healing your troops 
between battles, 





The courtyard is packed with 
enemies moving in patrolling 
formations, There's nu way 
to get around them, 








Stay in Romulus for your next mission. 


Hugo also tells you that you cannot use legions in this mission. He's 
disbanded your legions temporarily. 
The first thing vou notice is that time moves much more slowly for 


this mission, That's à good 
thing because of the time 
limit. Forget about watch- 
а the time, at least initial- 
y. You've got to concen- 

trate on the battle instead. 

Dispatch your groups — 
and move them out. Send 
five to each of the iwo 


entrances into the fort. 


Attack from both doors to 


help you clear out the ene- 


mics inside more quickly 
and effectively. 


You see e a cour vard filled with enemies. Eight enemy groups are 
Ыз si з in this area. walking in patrols designed to keep you 














it's to your benefit 
to track down the 
enemy groups and 
destroy them con- 
pletely. Any time 
you retreat, you тип 
a significant risk of 
retreating onto 
another enemy unit. 


makes some sig- 
nificant differences on 
your map. The fort ts 
protected by a double set 
of walls. which your 
Iroops must destroy. 
Because you are not 
working on a large map. 
there are no shops and no 
witch den, You also have 
a time limit for this mis- 
sion-you must capture 
the fort within 12 hours, 





The enemies have nowhere to retreat. You must destroy 
them completely. 





Because ot 
the close 
quarters, 


Track down enemy groups and destroy them completely. Clearing 
out the courtyard makes the rest of the mission much easier 


The lower perspective 
makes it a little tougher te 





.| Hugo starts your briefing immediately this time. Por this 
» mission, you must assault Fort Romulus itself, which 





You've never assaulted a fortress before, but it's not 
much different from the battles you are used (0. 





=) Both of the doors are guarded by a single group at each, Move a 
eroup directly onto the enemy unit to eliminate it and give you 
access to the door. Because these enemies have nowhere to retreat 


to. you must completely 
destroy these groups to 
reach the door. 


It takes about five seconds to destroy the 
doors. When the doors go down, the per- 
spective switches to a much lower view- 
point. This makes it difficult to see what's going 
on behind the doors, so pull the view back out to 
eive you a better look. 
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Proceed slowly 
and work your 
way to the cen- 
tral plaza in the middle of 
this area. It's not an actu- 
al stronghold, but it 
behaves like one. Moving 
your troops on top of it 
allows them to heal just 
as they would in a regu- 
lar stronghold. Your goal 
should be to have the two 
wings of your attack 

meet at the central plaza, 









When you are 

done. one enemy 
group remains in 
the courtvard—the one 
guarding the door into 
the next area, Move your 
is best group up to elimi- 
nate this enemy, Destroy 
the group completely to 
eain access to the door, 


After you Pe 
this door, the — — 
view again shifts 





Only one group remains in the area; the one 
puarding the next gate. 


Move your character in to attack 


mcr viet 


















1 Amrius. He is alone and awash in 
"E the power of the Infernal Aura, 
* ї Because he is by himself, he isn't too hard 
£- to kill. However. retreat just before you 
р kill him, then move in again and take him 
2. out in a second battle. He has a heal, so 
Е this may lake a few attempts. 
- х Amrius thinks he is controlling the ulti- 
i mate power. Uniortunately, the truth is 
Е that the Infernal Aura is controlling him. 





The reason to pull back is simple: Defeat Amrius once, and he 
calls in four minions of evil! You must defeat him a second time, 
and this time, Amrius is assisted by two goblins and two saturoses. 





powerful the second 
time you face him. 





E He casts a spell that 
: can kill even a fully 
27 healed unit each 

i time he uses It, 

E When vou kill him a 


second time, he dies 


үгү 





| i for real, his power 
i ^ i б е ^ = _— m gome at last. | ни ——— манн б y 
| 3 Kill him once, and Amrius comes back Amrius brings in reinforcements. This is BEES 311. IT 5 final time. 
$ stranger a serond time. going to be very painful. <i 
3 
i. 
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| After the battle, Saradin tells vou his theory 
|. about what is currently happening. Humans 

ZEE neris potential, but to prevent them 
from attaining godlike power. they are restrained. 
When this restraint is removed, humans become 
capable of. incredible feats. but also become vulner- 
able to i rca Аша. 





Could Saradin's 


theory be correct? 

| „ There аге twa possible paths to follow for 
Not e * ihe next four missions, If you go to the Blue " 
Basilica (Mission 4], | vou then move on to Mission | then 
Mission 7, then Mission 5. IT уви go to Ptia (Mission 
then move on to Mission 7, then M 
















TIEN: able of releasing the 
placed ‘on humans are from the 
orld, and many are currently 
gion, You must now 
choose whether to rescue your countrymen 
currently at risk. or move on King Procus. 





it 






Precus is aware 















You've opted to 
head directly tor 
the source of the 
problem. King Procus. 
Move to the Blue 
Basilica next. 


of your 





approach, and he 





Is nol oleae at his 
knights’ inability to deal 
with you, Just as he pre- 
pares to lead the charge 
to push you back. his son 
Yumil arrives. flanked by 
four powerful creatures. 





Yumil returns heme to greet his father. 


The Blue Basilica brings you closer Lo а 
confrontation with King Procus. 





Just then, one of 
Yumil's guardians 
steps in to protect the 
prince. It effortlessly destroys E 
the knight, Yumil informs his ENS 
father that these creatures are 
the legendary Knights of 
Danika, and he again asks for 
his Father's help. 


-| Yumil claims that he has dis- 
covered his true hirthright, 

the. ability to control the ulti- о 
mate power. He demands that his — — х 
father give him control over the "er 
dom. Naturally, Procus. disagree: ME 
estne: that he himself conto й 
























Сап it be true? Can Yumil really control 
the legendary Knights of Danika? 


Prince Yumil attempts ta wrest control 
from his father. 
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Back in your own headquarters. Hugo starts the 
briefing immediately. You begin this mission in 
Fort Rugney. located in the east. Your goal ts 
Castle Andvari. located two days straight west, Enemy 
scouts roam the area. and you aren't sure who you are 
fighting against.Monsters. as well as Central Region and 
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Lodis troops. have been spotted. 


Ls 
EF 


; X 







| Person of Lordly Caliber 


| Start dispatching your groups immediately, and send a few of them 

south toward Pavia. These groups meet an enemy on the road, and you 
15 discover some- 
thing i interesting. Not only 
are you: facing Lodis and 
Central Region troops, but 
еу. are so overcome with 
“the Infernal Aura that the 

EE _ groups i contain both regu- 
EN а se dar soldiers and nether- 
SE e world creatures. 


Move in and take over. It may take you a couple. 
of attempts to liberate this town, so as your units - 
b take damage, 
send them back to your 






























headquarters and move 
different groups down. 
Pavia is reinforced by a 
powerful group from the 
west, but you should be 
able to take it without too 
much trouble. 


nis 


dam шеттер 





——— 


[TY 
— 
' 
i 
b 


-— 


The witch den is in 
| Pavia and the shop 
| zr is in Clemona. 

| 


оше ЖЯ" 





The Lodis and Central Region troops in the area have suc- 
combed completely to the Infernal Aura. 





- Бае. 





_ Your headquarters is attacked as well, but probably by only a single 
enemy group. This shouldn't cause too much trouble. Send some 
groups west from your headquarters and march on the town of Perg, 
located down the road. 
This puts you well on 
your way toward the 
enemy headquarters down 
both of the major roads, 


issive numbers of 
Т ; back from the tows 
your nealing. items, as there asc 
a lon of enemy groups. 
D to rotate your own 
groups around so that 
one doesn't take the brom 
f the fighting. 








Expect to see some attacks an your кеңее 
soon alter the mission starts. 


It takes a couple of days to 


clear out Реге and push the ene- 





mies back. Pursue and destroy 
groups where you can, hut stick close to 


кетущ ean ar deret Nes 
| 







“Ж 
» the town. When the smoke clears. you 
4 have several options, 
| 
J 
j 
1 
d 
ч It takes a few days of constant 
1 battles, but after Perg is safe, 
4 you сап move out again. 
d 
е 1i 
i 


The first i$ to move 


t f к сү 





p | 
і your troops from 
1 A ine d. v L 
E Pavia to Соро, 
= down the road to the west. 


The group protecting this 
town is strong and contains a 
priest, but a powerful attack 
should kill the priest and 
allow you to take the town, 
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The second option is to move 

^ across the bridge from Perg and 

ШЕ” liberate Bespleme. While it isn't 

E à critical city, it's good. to take itand — 

a prevent the group here from moving in 

i on your headquarters. One or two strong 
groups can take this town then move 
back to Perg to rest. | 















E Liberating Bespleme keeps 
s the enemy from attacking 
your flanks. 





T 1 + | 
While you are resting m uL 
Pere and Cobigo, you are 2 





> attacked by a pair of enemy 
groups. The northern group should 
be no problem to handle, but the 
southern eroup contains a pair of 
pumpkinheads and is very danger- "i 
ous. Attack in force to push these ^y 
enemies back, then follow the roads 
west to Zuinomo in the north and 
Clemona in the south. 
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The enemy 

^| leader is Vapula, 
- once of the few 
remaining Knights of the 
Caliginous Order. He has 
succumbed completely 
to the Infernal Aura. 





5 E. close to Castle | 

Andvari. | the town. v 

Surite is much closer and 
a better location. Move all 

of your troops to this 
town and get ready for 

: uie final assault. - 
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Vapula is waiting to destroy you. He has heen completely 
taken over by the Infernal Aura. 





















Vapula dies, telling you that 
someday you will understand 

= why he acted the way he did. 
The destruction of the Caliginous 
Order left him hungering for the power 
he had lost, and he took whatever 
power he could get. 





€ already faced. A 
tly on him will kill 
his minions instead to 
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Either attack Vapula directly, or kill off his minions first. 
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After the battle. you meet with one of your 
scouts, who tells you that all he has discovered 
are rumors. The person controlling the Central 
Region is no longer King Procus, but someone known 
only as the Child of the Covenant or the Chosen, The 
netherworld 
creatures are 
hoping to resur- 
rect their queen. 
alleged to be 
the demigod- 
dess Danika, 


This Chosen apparently has a plan to rule 
over both humans and demons. Part of his- 
plan is the destruction of Lodis. 
Additionally, he wishes to destroy the rebellion, Castle Winnea, 
which means you will face him eventually. 











netherworld шош 
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| Rather than face 
. Procus immediately, 
you've decided to free 
EU countrymen. 
Mave to Ра! їп the north. 





Before oor сый you see” 
the same sequence of events € 
— as before Mission 4. Prince 

Yumil returns home to his father's 
castle with the Knights of Danika. He. 
demands that King Procus turn over 
the reins of control to him so that he 
can fulfill his divine plan. 





Yumil asks for his 
father's help in realizing 
his divine plan. 











You start surrounded by 
enemies, which makes the 
first few days tough. 





Finally, the scout telis 
you that Prince Yuri 
has been seen in 























Hugo starts the briefing immediately, You begin this 
mission in Billemina, located in the east. Your goal 
is Vitegith Castle, in the northwest, Many enemy 
units are stationed in the strongholds surrounding Billemina, 
and they will almost certainly attack immediately, There are 
also troops to the east, although they seem less organized, 








- | At the same time. dispatch three other 

. groups and move them south to the neutral 

д town of 
Sheesuku. Move at least 
two powerful groups 
here, because an extreme- 


ly tough enemy is mov- 
- ing in from the west. 


Notice a couple of things as the mission starts. First, there are five 
groups to the east. While one appears to be marching toward your 
к клы. шо these group tor naw Instead, send three 











While you are taking care of the enemies attacking your 
headquarters, move on Sheesaku in the south. 
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ев for ihe. moment, move east faa con- 
^ quer Pacr its. Send a group or two to the 
to encounter the patrolling enemy. When 
you fight it, you alert the other four groups. who 
move on your headquarters. 






л. еы: 


Retreat and get ready 
- to fight these groups. 
2 It seems overwhelm- 
ing at first. but these enemy 
groups aren't nearly as tough 
as they appear. Retreat your 
eroups every few battles so 
that one doesn't take the brunt 
of the fi ae ч Concentrate on 









iter the massive attack, you shouldn't have any trouble 
capturing Pacrats. 










Any groups that you've only wounded from the initial attacks will, 
when they are rested, attack your headquarters. While you are 
dealing with Pacrats, keep most of your groups at home to fight - 
these off. After you - 
have Pacrats, move 
the groups that liber- - 
ated it back to your 
headquarters, as well. 


m Sheesaku to the neutral Fort Guki 
things have cleared up at your 

Guki and Sheesaku toward Baya. 
E in the west. It's an 
easier march from 
Fort Guki. It should 
be unguarded, 
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Move from Fort Guki and Sheesaku to take Baya. You continue to be attacked at your headquarters until 
| you liquidate these enemies. Attack in force. 















Person of Lordly Caliber 


When you've 
taken down most 
of the enemy 
groups, send some from 
your headquarters up to 
Purge, which should be 
unguarded, or protected 
only by badly wounded 
groups. Send a few more 
around the mountain and 
down into Rete, which 
should be guarded by 


) only onc enemy, 






















-When the way is clear, move on the twa northern 
‘towns and liberate them. 


AER 






If you entered the stronghold in Furge, you discover so ne T ing n * P^ a — нашы 
interesting in Torab Ni. A mighty warrior named Carth tells — 
you that he must finish his duty, which penis dm 


Talk ta the kid in Furge to he alerted to Carth's presence in Torah Ni. 





th 


While this is occurring, move from Furge directly to Vitegith 
Castle and hit it as hard as you can. As you approach the castle, 
two very powerful enemy groups appear. Disperse these groups 
quickly by attacking the 
leaders and ignoring the 
powerful troops. 





t Ho" nite Wein ane ДАША АТДЫЛА гн АЙЕ S та a c e 


Attack Amazeroth directly. While 
his minions are tough, he can't stand 
up to a powerful direct assault. You 
should be able to kill him before Carth gets 
to him, which is your goal, Amazeroth dies 
desiring only more power. 
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He says that he must return to Lodis and 
tell people what has happened. You warn 
him about the dangers of this, but Carth 


After the battle, you have a chance to ‚ Carth fought at the Temple of Berthe, 
talk with Carth. He seems initially upset but became disillusioned when he real- 
that you killed Amazeroth, but he's асе ized that the goal of the Caliginous 


ally” grateful that you saved his life, Even more - Order was to make contact with the nether- 





heads off to spread the warning of what has _ 
amazing is that Carth was once a Knight of me . world. Rather than succumb to the Infernal occurred at the Temple of Berthe to his people. - 
ү Cohn Order! КЕ TORE EE Айга, Carth fought against it, and against the 

















netherworld creatures. 





Carth returns to Lodis te warn his people of the danger. 





While initially upset at your “interference,” pom on —— ' — : 
ai plad you saved his lile, Carth appears to be the anly Knight of the Caliginous 
oak ne Order whe didn't succumb to the Infernal Aura. 
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-| Hugo starts your briefing immediately on this mission. You begin in 

y | Castle Renevue in the northern part of the map, while the enemy 

— ^ headquarters in the south at Fort Viezey. Your intelligence tells you 
that the area is controlled 
by demons. It is unknown 

what the demons are up 

“to, but you need to 
destroy them. Hugo warns 
you that the demons are 
tougher at night, and you 
should avoid fighting 
them then. 


You continue 
your struggle 
against King 
Procus's legions here. 
Move on to Barpheth. — 





Barpheth contains mare 


This is a large and complicated 
demonic minions. 


2: map. Enemies attack from all 
| 5 sides, and often hy surprise. 





It takes a day or so to fight these groups back. 
When you can, send a couple of your groups 
east to capture Glebming. This town gives 
you а direct 
path south to а 
[ew more 

ej strongholds. 














stop these enemies xe 
your headquarters. You 
are attac ked from the E 





ве | 
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The witch den is in 
Belce, and the shop is 
in your headquarters — 
at Castle Renevue. 


ot 
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Aiter you have fought back the first enemies, move on 
Glehming in the east. 


ry ) 


bs | 
ек "Y 
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Enemies attack at the start, hut generally one at a time. 


an 
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Person of Lordly Caliber 





ENT move some units straight south down the road to capture 
Mes The area is unguarded, but two enemy groups appear 
3 às soon as you liberate this town, so send down a couple of 

stron; : groups to protect.the area after you take Сісти, 


















мое straight south to Clemms кой As soon as you liberate Clemms, enemies 
your headquarters. appear and move in to attack. 





E "e of these 






Move south 













from all three towns are 
towns. The units unguarded, and = ( 
in Glebming can follow you won't have any trou- = | i 


the road south and liber- 
ate Vitra, while those 
who took Clemms con- 
tinue down to Sondrio. 
Your troops in Kelmend 
probably need a short 
rest before they move 
down to Saro. aan 


_ Move all " your tame тне again to the 
next three towns. 







Your troops in Vitra haven't had much to de for 
| some time, so move them down the road and 

— into Fort Lebadeia. Again, the town is unguard- 
cd, but as SOOT ах your troops move in, enemies appear. 
Two groups attack from the north, 





Send your troops 
from Vitra to Fort 
Lehadeia, 












When everyone is rested, send them to Belee, just north- 
cast of Port Viezey. Again, no enemies occupy the town, 
but two groups appear as soon as you take it, Because 
most of your own troops 
are here now, these ene- 
mies will not he much of 
à problem. Rest everyone 
up (the witch den is in 
Belce as well) and pre- 
pare for the final attack, 





your units to 
stone. You get 
a warnine about 
her if you enter 
the stronghold 
at Clemms, 





адр E attack, but a. si 
Converse on Bele "n "iu the NU "mun to rest 9s 
before your attack on the fort. СА, 


es 








Mvylmurre's 
attack is deadly. 
Some of your 
units will be petrified by 
her gaze. However, she 
only gets one attack dur- 
ing the course of the bat- 
tle. Hit her directly. She 
isn't very strong, and her 
relatively low hit point 
total makes her easy to 
kill in a single fight. 





li too many of your troops are turned to stone, retreat 
and attack with a different group. = 








Mylmurre offers important information before she dies. 


p | 
audiit! 


You begin this 
mission in Tezzla, 


a 





Move next to 
Remus Keep. 
This area was 
controlled by Leia's 
father, Lord Silvis, who 
at one time supported ` 
your cause. Investigate 
the area to discover what 
has happened to him. 





located in the 
east. The enemy is in 
Remus Keep, located to 
the northwest. Your scouts 
have found enemy troops 
on all three roads leading 
to Remus Keep, and you 
will be attacked as soon as 
you enter the area. The 
-enemy is badly disorgan- 
ized. И may be a trap. 


is difficult against a lot of enemies. 





After the briefing, you find Leia 
standing alone, She is worried 
about how she will react if she 
has to face her father on the field of bat- 
tle. She hopes that her father hasn't 
given in to the Infernal Aura. because 
she isn't sure what she will do if she has 
to fight him. 










E | There's also a unique group moving in from the north. It is 
È headed by a vampire. The vampire is extremely tough to kill, 
because his attack not only drains hit points from your troops 
but heals himself as well. His eroup can't move in daylight. though, 
and if you attack him during 
the day, he can't defend him- 
self. He's also virtually impos- 
sible to damage during the 
day, but if you attack his 
troops with paladins, he will 
be easier to Kill. 







| The witeh den is in 
your headquarters 
at Tezzla, and the 

shop is in Orazei. 


but their ranks are mostly 
"senerate unless you destroy 


Mtack the vampire during the day Lo 
destroy his minions and increase his 
vulnerability. 





Characters with holy swords do well - 
against the undead and can destroy 
them permanently. 





There's na time (0 кай as the Tes 
starts. Enemies start moving in 
right away. 
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of royal blood. Even more; she tells you that Lady Danika and the royal fam- 
ily of Palatinus are related! 





















This is a small, compact map, which means that moving 








After the battle, you confront the gorgon and ask her why demonkind 
is fighting alongside humans. She tells you that the resurrection of 
Danika is their true goal, and that she must be awakened by a human 
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| In fact. it's a good idea to stay in your h айд 
from one to four и After the initial attacks. two legions move 

< days to fight off SP the other from the west. Send groups out to inte 
all of the attackers around ` you have pushed them baci move some ко to кө and | 
you. Keep sending your - 
groups out to fight the 
enemy, then pull them 
back to heal. 


It takes anywhere 







































“hd aon ER are fleeing, but you may still 
want to stay at home. 


| | Send your remaining groups 
i south to Orozei. A third legion 

| TZ is moving along this southern 

| road, во Оголе will take 

| some heavy attacks. The 

| eroups you send here 
must be among your 

| most powerful. 


4 
ZA 


да 


ible power. Move in, sending 
Leia in te confront this 
hideous creature first. 


б 

r The good news 15 

E ? that the enemy leader 
= S^ dn Remus Keep ts 

» not Leia's father. The bad 

+, news is that Reucharle is а 

р — very powerful lich who 

= | — attacks with a spell of incred- 


— + 


j и if 
eamp a 


Leia's group heads to Remus Keep ta 
face Reucharle. 
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After the battle. she confronts the defeated lich and ‘oils p3 that 
gj least one person during the M this is what he deserves for killing her father, Before he finally. 2) 
Е. battle. Reucharle's spell is ZU Reucharle tells her that he didn't kill Lord Silvis. Leta’s father took ` 


simply too powerful to avoid taking a his own life to prevent himself from being overtaken by the ини Aura, 


loss or two. Pull back if you need to 
and attack with other groups. although 
Leia should be able to handle it. 


d You should expect to lose at 
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Before this mission starts; you see a series of flashbacks from your — 
youth, especially concerning your friendship with Prince Y umil, Not 


H The time has 
ome to march 





m the capital every memory is a pleasant one, though, and the assassin's attack on — 
E Yl ‚ Move to Yumil is particularly painful. 


You relive some of your past histary with Prince Yumil. 





^^ Hugo senses something wrong with you at the start of the briefing; 
but he tells you about the current situation right away, You start this 
mission in Latina, located in the north. To win this mission, you must 
capture both Port 
Toydebelt and Fort 
Toyderich, both to the 
south, Massive numbers of 
enemy troops are on the 


While vou tried 
to prevent the 
assassin from 
killing the prince, you 
could do nothing, and it 
was your Father who 
acted in Y umil's defense. 
It's something that con- 
tinues to haunt you-the 
inability to do what need- 
ed to be done when it 





march toward your post- 
tion, expecting to destroy 
vou and the Revolutionary 


mattered most. ps _ Army all at once. 
dra This is à small map, but 
me | Zr you can expect а lot af 
; enemy resistance. 








The beginning of this mission and 
the first few days are brutally tough. 
Three legions approach your head- 


After the briefing, 
Huge warns you that 
vou must prepare 
yourself for battle. even i it 
means facing Yumil. You tell 
him not to worry-even vou 
must face Ү umil, you. wont. K 
stop fighting to save the king- 
dom that Yumil loved. Tem 





quarters as the mission starts, two with three: 
armies cach and one with the maximum of 
live. Worse, two start very near your head- 
quarters, moving in from the east. 















be forced inta facing Yumi мо huge legions appear to o the east d 


"d The witeh d Pune 
E 31 "ut not Jet that stand in southeast as soon as the mission begins. |. sp in зн н 


This is not an easy situation. You need to 

j | send a couple of your own groups out to 

- weaken these legions äs SOON Us possible. 
Any damage you do to them is worthwhile, and any 
eroups you can destroy or creatures you can kill will 
make the ultimate assault on your headquarters that 
much easier. Ht may not seem like much, but it can 


make the difference between success and failure. 





If you can hit the central group af the legion, you will | 
disperse it and make your following battles easier. 
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E SE у сап move eae into positon to eee guard the сыи ш 

B the iind arrive. After the legions arrive. retreat your groups 
out of battle every so 
often so that one group 
doesn't take the bulk of 
the fighting. Keep using 
your healing items and try 
to get all of your groups 
into the conflict 













- The first two legions 
have heen dramatically 

f pared down, but the third 

x) one is оп its way in, 
























| After you have dispersed the legions, the map will be pretty messy. 
Get some extra experience for your troops (particularly those lagging 
behind in levels) by hunting enemies down and destroying them. 

Otherwise. rest your 

wounded troops in your 



















с headquarters, 
сеа а. by: groups 
ае 
7 Move everyone back 
| home to heal aiter 
üealing with 11 
enemy groups. 








‚ After you take these strongholds, continue mov- 
ing your troops, Pause for a short time in Gaeta 
to use the shop and replace any healing items 

you used in the first few days, Move from Gaeta to Vulge 

at the center of the map. and send the troops in Ven 

i - Wahagh all the way south to liberate Gothpikki. Both of 

these towns are guarded by a single enemy group. 
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Clean up a few of the 
units from the legions. 








You now have only the two forts ( 
lo conquer to complete the mis- r 
sion. Fort Toyderich, the eastern 

of the two. is easier to get to via the roads 
and makes a good first conquest. Send in 

а group з uttack. 
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Another possibility is to send the m in 
Cothpikki to Fort Toyderich and the troops 
in aes to Nt ек attack at 
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Move in on Fort Toyderich first. The army here 
is а little easier to get rid оѓ. 









Both forts are guarded by Knights of Danika and four minions. The 
knights are powerful attackers, but don't have any special abilities that 







































- you need to be E 

careful of. Simply con- You cannot liberate le 
centrate your attacks on Winnea at this time. You E 1 | 
P leader. ‘After the cannot even move your | | 
3 E 25 troops inte this city. jE 
F E 4 1 | 

Hi 

A powerful attack and good [2 

T combined magic can handle the 


first Knight of Danika, 

































After the battle, you confront one of the soldiers who fought 
against you and ask him about the divine plan of the Chosen. He 
L- tells you that the ultimate power has come at last. and that the 
Chosen will use the forbidden spell on both the Revolutionary Army and 
Lodis and bring peace back to the land. The soldier is convinced that the 
Chosen is truly the Progenitor returned! 


E it rs dic group i is a little bit pee than the 
- Afte: 51 pave both forts in your control, the mission ends. 











Move in on Fort Toydehelt next. The knights aren't that hard ta kill if 











you attack them directly. 

| You also get a glimpse ol id 
Prince Yumil. who unfortu- i: | 
nately seems to-be slipping " 


into madness. 
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Ik 
Ф " In 
Is Yumil going M 
mad? Or is he truly i 
that powerful? | | 
| ||! 
d я it» 
Р Ё à IH 
m s | | 
ЧТИ ae : A : | 
Your 1 Before the mission. you see some important events. First, it appears — | si Р 
next mis that your father. Ankiseth. has located Prince Yumil and is with him in | 


now. He wants to 
take Yumil away from 
Winnea to protect him. 
but Yumil, infused with 
power, wants to stay. 
Worse. he is no longer 
Prince Yumil, but King 
Yumil the Chosen! 





sion is to - 
dion Winnea. 
You don' t need 
to. travel to get to 
уай assignment, — à | 





















Ankiseth соп- 
fronts King Yumil 
the Chosen. 
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Procus arrives, and Ankiseth is 
disturbed bv the presence of the 





|. | former king. They argue, and 4 
| Ankiseth takes out his sword and slays his 
former ruler, who has sunk too far down 
into madness to be saved. 
The former king arrives, and 
Ankiseth the Steadiast does 
what he thinks is best ior 





the kingdom—he kills Procus. 














Person of Lordly Caliber 









The mission itself appears to be very similar to the assault on Fort 
Romulus. However, Winnea is much larger and quite a bit more com- 
plicated. Again, you don't have any witch den or shop, but you гоор» 
"can congregate to heal at TUR 
several places. There are : 
three sets of walls to 
break through to reach the 
palace where Y umil 


But Yumil is disturbed by Ankiseth's apparent doubt of Yumil's 
P power. Yumil says good-bye to his former guardian, and sends both 
him and the body of his father to the netherworld! 


| 
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awaits, And once again, ' 
you must complete this — ғ 
mission in 12 hours. | 3 

i 





Yumil destroys his father and his former protector 










The troops you 
" sent to the north 

XM get to their desti- 
nation first. Blast through 
_ the gate and take a look 
around. Only a couple of 
|. enemy groups are in the 
—— vicinity. Move in and 
attack. 






Dispatch your 10 best groups, sending five to the door directly north 
of your starting position and five to the southern door. Wait on the 
gate in the east for the moment. Your first concern should be getting 
inside the first set of 
walls, and doing so from 
two locations will help 
you split the enemy 
forces. Don't worry about — 
being attacked until you 
actually breach the walls. 























Move out right 
away. It doesn't 
pay La hesitate. 


















‘Two groups led by black 
knights attack immedi- 
ately. Others follow 
close an their heels. 








ом ‘west. Move! upt tie road and 
your SHORE oups while your oth- 





Concentrate most of your attention on 
the groups in the south, In the northwest, 
you only have two groups to deal with, 





















out against the western : 
inner gate, There's only a 
single eroup here, but it 
has nowhere to retreat, хо 
kill it to gain access to 
the gate. 








plus the one guarding the next gate. In the south, 
the units that nor- 
mally guard the 
eastern gate 
move down the 
road to attack. 
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gate, you get a 
view of the interior of the 
castle. You di scover four 
additional groups of ene- 
amies patrolling the roads 
and a fifth guarding the 
gate to the inne rMOst area. 


| Things are still messy in the south, Send | When you break 
| out groups to destroy the зн. down the middle 


units if you 
wich. Make sure you at. 
least destroy the leaders. 
Bi all ge i pen it 







area. When 













At least the center is less crowded than the area 
you just came from. 



















| 
While you are In the middle, iH 
moving your move to the cen- | | 
groups in to the = tral garden (the | ү 
middle area of the castle, stronghold) and capture it EB 
swing off a couple of after you have destroyed | i 






all four of the enemy 





















units from the southern | 
groups and take the groups roaming the area. Mo | Ii 
stronghold in the cast. Once here, rest up. The Mes d 
Only one enemy group is group at the gate is led | ү 
їп Ше area. and it's by a powerful daemon. |: H 
guarding the gate. Take | | 
the stronghold and i | 












destroy the group here. 










The daemon looks a lot tougher than he really is. He's БУЛСЫН 
not much different than a black knight, TUR 








| At 13:00, Hugo alerts yon - 





E dete: s 







j | group gone, move in -that they are planning to_ | 
« and knock down the = use the forbidden spell. : @ 
E gate. Behind it, you see. Don't worry about this too much. - Ё 
| 






You still have a good six hoursto — 
complete the mission, and you A 
should only have the inner palace — 
to take care of at this point. 






two more groups including 
LO rince MILES Take "uc the 









Pay no attention to Hugo's warning. 
You still have plenty of time. 
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‘Have your other groups prepared to back you up ії you 
need help against Yumil's group. 









Yumil's group consists of himself 
and the other two Knights of 

TE Danika. Before you fight him. you 
2: talk with him at length about the events 
| that have transpired. Yumil tells you that he 
Tae has achieved the ultimate power and that he 
T will remake the world. He wants you to 
stand by him, but he will not tolerate any 


T 
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+ 
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more rebellion. 
1 
2 After the battle. 
1 you approach 
E Yumil, but Mari 
kl enters and tells vou to 
3 keep away from him. 
She tells you that Y umil 
truly did attain the ulti- 
mate pe зет, 
Danika's soul slept. By chance, the Progenitor found the Chaos 
Gate and encountered the Knight guarding it. He made a pact with 
the Knight-in exchange for the ultimate power. the Progenitor had 
lo give up one of his 
descendants to 
Ei Danika. It turns out 
ai that this descendant 
d was Yumul, the Child 


of the Covenant. 


Yumil was the 
Progenitor's 
price for gaining 
ultimate power. 
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Mari picks up the story next. telling vou 
that Yumil decided to rule over both the 
human world and the netherworld after 

he learned of his destiny. She also tells you that 

if you had joined with Yumil, everything would 
have ended in victory! 





Can the battle that happened really be your doing? 





















Before she can continue, Yumil telis her to: 
story himself. He tells you of. the leger 1 








| it hs of Danika: the 
ег: of the Chaos Gate 
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Danika contin- 
ued to sleep, but 
“SE longed to awak- 
| E "To do this. she 
needed a body to dwell 
in. She effectively took 
^ over Yumil. as her part 
of the bargain with the 
Progenitor. Yumil's 
power is actually 
Danis power. 





ace or the people, not dom- 
f. As vou ur with him, 








Just then, Zeda 
appears. She 
upset at the 
apparent demise of 
Yumil, who is the 
repository for the soul ; 
of Danika. She grabs v 
Mari and vanishes. | 


Yumil tells Mari 
he wishes to go 
with her. She 
seems possessed though. . 
and stabs Yumil through 
the heart! | 
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E | 
Sap “You are as et a lone with Yumil, е! is dying. He tells ров г а now Yumil also tells Е" 
é; of Danika a you of the fate of | | 
her ruins ithe dies. the s seal i is broken Danika will be REN your father, and | i { 
While you don't мао а, ris begs you to forgive him. | n 
talk about these things, T TR Before you can, he dies. ie 
Yumil insists. He tells се Н 
you that if Danika does. = 27 AE 1M 


return, the battle against. 
the netherworld will 
spread to cover the 
whole earth. 





You still have work ta do if you Yumil dies, begging for your forgiveness for taking the 
want to prevent the nether- life of your father | 
worlders irom spreading е. 


throughout the earth. =’ 


The scene now switches to the interior of the _ 
palace where you. Frederick Raskin, к R 
are talking. The battle with the Central Region | = 
is now over, but there is still work to do. You ask 
Frederick's permission to leave and protect the seal at. 
the ruins to prevent the ogre battle from taking place. 





Frederick approves your 
leave, but gives you some 
parting advice, He tells 
you that you are too interested in 
battle and you must think of others 
instead of just yourself and your 
enemy. With that, you leave to go | 
to your next fight. | 
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Before, you head As Hugo starts 

to the final mis- the briefing, he 

sions, there is tells you that thes 
another one you can take area holds no strategic 


value. However, there i Bz 
concern, Daemons seem 

to rule the Jand, but 
because. ET is peaceful, 


care of in the north. Head 
to Tybell and prepare for 
the mission to come. 
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You don't need to play this mission, but 
you can if you wish. 






| You start this t | N Р Е Soon after the er 
_ mission in [| k B mission starts, 
- 2-00 | 1 you catch sight С 


















Pazano, near the 
center of the map. You 
must capture Castle 
Lloydgust, a day to the 
west. Your enemies are 
demons, led by even ys 
more powerful creatures. 
You have a difficult 

fight ahead of you. 


um LA 


| T an to be attacked "T a СС n 


You start in the center roi the map, ‘which id i | 


things hectic at first. 










Expect things to get pretty messy and pretty 
confusing tight away. Pause the game after 
each fight and take stock of the current situ- 
ation. Retreat back to headquarters when you need 
: to, and keep in mind that with all of the enemy 
eroups in the area, you may want to give a group 
orders that lead them out of the path of the enemies 
before they. head back home. 










As you kill off group leaders, the 
area gets very coniusing. 


Once you can, send a group ош to capture Raguza in the east. It's 
neutral. but it's worth taking if just to keep it out of enemy hands. are out tak- 
Have your other groups take care of the enemies still milling ing care of 
around. You should be taking ош the enemy groups. 
leaders, especially from the legion, r9 aos ' 
so there will be a few day's worth 
of fighting to clear out the rabble. 


While they 













move someone into 
Chelefteu. which is 
straight west of 
Raguza. This strong- 
hold is unprotected 
and easy to capture, 





It only takes a minute to send someone Liberate -— in the m oi the map to а. 
aver to capture Raguza. wounded enemies from healing there. 





^| Now you have a 
"decision to make. 
Letze sits in the 
south. апа is currently 
| unprotected. It's also the 

location of the witch den. 
Any groups that have lost 
a unit in the fighting а 
“the start of the mission 
should liberate this town 


‚ The roads should be pretty clear at this point, so start mov- 
ing out in force, Send the bulk of your units down the ee 
to the west and 

capture Kaless Ande. It's” 

held by a single unit. but 
an attack ут seyer- 

















and use the witchdento =) 1 5 E | À €. m 
resurrect the dead troops. Е 4 ` 3 : | t С Е 
Mave апу groups that have lost а unit or two to Ti 
Letze's witch den. | | 
| 
th 
| 























к front of the castle start to Y 
move on your position. Send. 

some i of your groups. south to the 
bridge to cut them off. These 

оир: s look a lot tougher than 


castle. Because the walkis |^ 
difficult, have the group camp out ——— 
to rest before hitting the castle à 
itself. When you are prepared, 
head in. 


5 | There is a much This puts you in | j 
F1 . more serious sit- d great position. | | 
| S d err Move everyone E 

northern town of Lokry. from the three central | : | 
Any groups from the first strongholds and have | \ | 
attack will be here heal- them converge on | | 
ing, and two groups Tricaeze. The single = i. | t 
euard this town besides. group guarding this loca- @ 1 
Send your remaining tion is no match for the | 1 } 

groups from your head- combined might of your : Hi| | 
quarters here, and adda entire army. Liberate this i | | 
group or two from Letze. | town and rest, You've got | ij Н 
—————-—— | © Te ie some difficult walking | | | 
Lokry is heavily guarded and requires several 3 oes Be warned: The leader of the group in а or you. i2 T | | | 
of your groups to pacify. SMES Е Core ES = Triraeze is а gorgon. > 5 А | үн 

= я m EN 
Ev you take Тенге: Now send everyone across —— Я; i [ 
| Т. the two groups waiting I the bridge and up to the a Bc Y | 
ul 
i 
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Move — who is ready up to 
the castle and pitch camp. 








Frohm sees himseli as ап idealist, but his 
ideals aren't that good. 
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| Before he dies, 

| Frohm tells you 

that in the 

- netherworld, the only law 
is strength. The strong do 
whatever they wish. He 
also tells you that the 
denizens of the nether- 
world want your world 
for their own, 


Frohm leaves 
| himself open to 
чш attack, fortunate- 

7 ae You should be able to 
kill him, although if he 
casts а spell with the 
help of his two back rank 
black knights, he can 
cause a lot of damage to 
a few of your units. 








It's time to 
finish what 
you have 
started. Head to 
Aurua Plains to 
move on the ruins 
and protect the seal. 


Mari walking through a 1 
want to continue, and 
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The voice belongs to Richard 
Glendale! Zeda looks to cut a deal | 
with him immediately, telling him _ 
jl be will get him the blessings of a ae j 
if he will help her break the seal. Richard < Hugo tells you 
doesn't trust her, because she has already 1 «а "m SE tha demons have 
double-crossed him once, but he agrees E - | MAN f ges on the road 
that thev have common interests. He says ү — ` | E 
he'll help her if she'll help him. 





Once again, Zeda and the Caliginous 
Order join forces. 





_ For the mission UM start at Fort 
power in the southeast. 
a. r4 | Anderout Station is a full two days 

ee NS ee to the ules: A number of roads lead to 

: que AS» a the station, and the way is further compli- 
cated by a pair of rivers cutting through 
both north and west of your location. The 
main forces appear | to be waiting on the far 
side of the rivers 





| This is a large and complicated map. li you aren't careful, 
you will be overwhelmed. 
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In the west, near Landeck, another grou 
road from Albesta, so the troops taking moves in, while a fourth comes in from | 
the northeast and northwest strongholds the southwest. Push your way through. 
here should fight this group back as well. these enemies and finish liberating these first i. ; ve 

Destroy this group and move up a couple of | strongholds. You should be able to destroy the — — с : 


your groups to liberate Albesta. groups completely in just a couple of combats. 
Take stock of the situation. 


‚ The good news is that you have some Another enemy group heads down the 
time at the start of the mission to.deploy 
~~ your troops and get them moving. Hugo's 
‘report was correct. and most of the enemies are _ 
across the river or close to it. Dispatch troops to 
F the е three strongholds i in the northwest. Only the 
2 middle опе, Landeck. is guarded, and you will 

"a probat meet enemy on the road. 


P шараа. oe лыыр 








Attack whatever comes toward you, and press on to the - | | 
next stronghold. These first battles are just warm-ups for t 
the assault to come. UE 





Start your aroups ss teil EEE Aon 
mies on the road, їшї better there than in your headquarters. 


The witch m is in Tranus. There are - | 
emi in both Landeck and Apertine. 





The situation suddenly gets very ugly. Two legions are moving 
toward Landeck from the north and west, while another comes from 
the northeast down the road toward 
Albesta. A fourth legion is moving from the 
west toward your groups in Brode. Hang 
tight in all three locations, fighting these 
enemies back as best you can. It takes some 
time to destroy them or render them useless, 
so keep battling and try to hang on to the 
strongholds for healing purposes. 





It takes a couple days of battle to fight back the legions. The biggest con- 
_ cernis the middle, as the legions attempt to pass Бу Landeck and move 

— toward Le Vin and your headquarters. Cut them off if you can, or simply 
use quit gates to send troops home and 
redispatch them. 

With the legions destroyed, you should 
pursue any remaining groups to get rid of 
them completely. In the north. this takes 
you up to Bartasake, so go ahead and liber- 
ate this town. 











Pursue the enemies and take any 
strongholds you соте across. 





In the south, send all of your groups 
currently in Brode west to Zarbow. 
It's a long walk, but it should be 
pretty uneventful. If you've completely 
destroyed the legion here, there shouldn't be 
anything in your way. 





Zarbow makes a good 
place to rest before moving 
on the fortress. —— 








Person of Lordly Caliber 


There remain 

only two places 
—  toconquer. The 

first is Kaysege, ап 


Taking care of the middle is a little trickier, because there are two 
strongholds to capture. The easiest way to divide it up is to send any- 
one in Le Vin to 



































































v Танн. which lies on your 2 
side of the river. The unguarded stronghold m 
eroups resting in Landeck the north near Anderout. 
should move across the Move your groups from 
river and liberate Apertine. both Tranus and 
Move the troops from Bartasake to take this 
A Zarbow up to Apertine town and prepare for the 
1 after they are rested. final battle. 
i, - , 
[з Capture both of these. WE 
І 7 BERIE wine one Everyone should end up in either seg ee 
. already almost fin (shown here) or r Apertine. | 
ished with this battle. Е, 3i 
The leader wait- As soon as you 
ing for vou in approach 
Anderout is Anderout. two | 
Thamuz, one of the high- enemy groups appear апа oA poem Е 
est ranking members march out of the fortress | | = 
from the Caliginous toward you. As you — n # 
Order. He is Richard's might expect. these are Ws ok 
right-hand man, and one very Strong enem 2 fi 
of the few people Richard be prepared A 
trusts completely. March in you SS € 
кы. Т knock them b 
аата head into Ande = 
When veu confront Thamuz, he is flanked by Baldwin Glendale, 
They tell vou that thanks to the Revolutionary Army. the 
Caliginous Order and the Brigade of Radiant Cross have been 
а destroyed, They can't return to Lodis in this condition, so they will return 


with the ultimate power! 














3 EVI troops while E 

5 Baldwin and Richard. 

“ destroy the seal and — 

C resurrect Danika, 

4 

| 

| reasons for wanes the power 
| an a little sellih 

l p 

$ This battle is a little ы 


tougher than you may be 
used to; because Thamuz 
is hiding behind one of his 

troops. It makes him tough to kill 






E 


unless your attack. group contains 


i 


à lot of missile troops. Weaken 
him by taking out his minions, 
then move in for the final kill. 


Г] 


Ea- | +a Pr mri Yn m9 d а борі н 


Thamuz is easier to kill if 
you knock off some of his 
other units first. 


— 


ы 
L] 
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After the battle, 
Hugo tells you 
É- the remaining : 
members of the 
Caliginous Order are 
using Castle Talpaea as a 
base of operations. They 
are definitely working 
with the denizens of the 
netherworld. 





















The report on the ruins may help you plan 
more effectively. 

















(| To reach Castle | Belore the mis- 
| Таіраса, you - 
must travel 


through Wentinus. 


sion, vou see 
Richard and 
Baldwin talking in 
Castle Talpaea. Baldwin 
tells his older brother 
that Thamuz has been 
killed. Richard seems 
more upset al Baldwin's 
intrusion than the death 
at his friend. 





— For this 

| mission, 
you start in 

| Hopedale. Your 
goal, of course, is 
Castle Тараса, just 
half a day's march 
lo the northwest. 
The region is light- 
ly guarded by the 
enemy, but Hugo 
suspects а trap. 


The-only reason Richard wants Baldwin alive ma 
is because Baldwin still has tasks to perform. — | 

As Baldwin 
leaves, Richard reveals 
that Baldwin will be 
the holder of the ulti- 
mate power! 





Reds ps UN. : The battle takes place on a small, crowded map, 
gels a "PRU | E This will not be вазу. 









headed straight for you. 





a, 


Things start out looking calm, but they get very busy quickly. 








Things start slowly. but, just as 
Huge suggested, everything gets 
heated quickly. A single unit moves 
in from the east, But just as you think this ts 
all you have to deal with at the moment, a 
whole slew of units appear in the west, 
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you that you 
can't travel 
directly to the ruins. 
because this will leave 
vou exposed to the 
enemy troops at Castle 
Talpaea. He tells you to 
assault the castle. More 
importantly, there is а 
report on the ruins stored 
somewhere in the castle. 











Hugo also tells — 
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By now, you 
should be used to 
sending oul 
groups to block the 
progress of the enemy. 
Send a few up the road to 
the west to stop the ene- 
mies from moving In. 
Also, send some to the 
southwest to fight the fly- 
ing units moving over the 
high ground. 






Send y your ктай: out to stop ti thes enemy. 


With Reliance in 
your control, 
move east and 
liberate the town of 
Cartwright; the witch 
den is here. Move any | 
groups who lost units to — € 
this stronghold to resur- 
rect them. 





Move out to grab Cartwright. The witch den is here, 
which makes it valuable. 






Your next conquest should be 
the central town of Igglurick. 
This gives you excellent 
access to Castle Talpaea and allows 
you to surround the last remaining 

| stronghold of Timmins. Use the 

і eroups that took Y ves Guibiques and 
E anyone still in your headquar- 
ters to liberate this town. 


р, 









| Start moving your units up to Igglurick. 
An enemy meets you on the road. 


aM a 














‘enough of eee ) see iii 
















It takes a few days for you to clear everything out. You get Бш $« 
eight enemy groups. Hunt them down and destroy them complete’: 
before you start in on the strongholds. 

Of all of the strongholds surrounding you, Reliance in the southwest = ie 
easiest to take. Semi 2 
couple of groups hear a» 
liberate the town. The 
only units here are жш 
flying groups that yen 
et back over tic 














From your head- — 
quarters and д 
Reliance, move 
toward Yves Guibiques - 
in the west. At leas us 
enemy group. 5 
town, and ot 









































the enemies. . The ps is 
but at this point, you shoul 













| ng these units and 
ins, move every- 





liberating 1 
— опе down to Igg ci 
them for half a day or so. When you are 
ready, cross the bridge and prepare your 
siege of Castle Talpaea. " 










With all enemy resistance gone, congregate in Igelurick. 











As you It should come as no surprise that the main enemy is Baldwin =- — = 
approach the Glendale. He tells you that he will have his revenge on you for — — 
killing Thamuz, and he won't listen to reason about the evil that he 





castle, two 
enemy groups move 
out to intercept you. 
These groups are a lot 

- easier than ‘they appear, 

EX 5 will have no 

- trouble dispatching 

them completely. 


and his brother have embraced. 





id When! they are gone. 
move in on the castle. 
coe CAM = oe. l = i 
Е 2 та р ue Baldwin still wants power, lut he also wants revenge. 




































* Baldwin s group i is quite powerful. so attack with a powerful group When the battle К [ 
-of your own. If you ee him into the back row, be prepared for ends. Baldwin HH 
curses you and 2 





him to cast à 
very circi and 
nasty spell against your 
troops. With a little 
luck, you can take him 
out in a single battle. If 
you're having trouble 
doing this, send in 
groups to take down 
his minions first. 


simply departs. You will ri 
have to face him again, ul 
and soon, 


Hit Baldwin with powerful 
spells ta knock 
` him down quickly. x3 


я 





You are already in 
position for the next 
mission, Head to Castle 
Talpaea to begin your siege. 
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Once again, you face a siege, which 
means no witch den and no shop. You 

= must take Castle Talpaea before 
Richard and Baldwin can destroy the seal. The 
castle is protected by two walls, and there's 
only one way in through the first wall, Worse, 
there are only two stronghold areas inside the 
castle. The good news is that Castle Talpaea is 
much smaller than Winnea. 
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Richard is upset with Baldwin's failure to stop you. 
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This siege is slightly different from the two you have already 

undertaken. For one thing, your encampment is much closer to 

the enemy gate than usual. Second, in addition to the enemy 

3 group guarding the front 

ET. gate, there are two oth- 

Rs -ers outside. Send a cou- 
ple of groups to the gate 
while others move on 
the roads east and west, 

| _ and destroy all three 

| Е groups outside the castle 

before you move in. 


| When you finish handling these three groups, send your troops back 
to the encampment to rest and heal. Send at least five of your groups 
to the gate and blast through it. It appears that there is no one wastsse 





-inside for you. Move in carefully. 






























Send out your groups to | cerea 
deal with the first © March on the gate in foree. Tou need ~ ТТ 
three enemies, several powerful units to destroy the ere the courtyard is тага. 








There's an enemy just inside to the left. Attack and destroy this group Your troops in 
and move everyone in the area to the middle of the road, just south of the encamp- 
the crossroads. Let the enemies come to you one at a time. Seven groups ment should be 


will hit vou. Keep your troops here for now. and have anyone who's badly 


rested, or close t to it Бу, 
wounded retreat, while the others move back slightly and stand their ground. novi 





Hit leaders ta disable these groups, then Make your stand on the road 
destroy them at your leisure. past the gate. 



















As you take the strong- 
holds. four additional 
enemy groups appear. 
Two show up between the 
strongholds, while one moves in 
from the east and another from 
the west. They attack each of the 
two strongholds in pairs, so send 
at least three or four groups to 
each stronghold at the same time. 


With the strongholds safe 
and these four enemies 
taken care of, you've put 
yourself і in an excellent position. 
Es zou wee or rendered 
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Take the strongholds with several 


groups so that you are prepared 
for the enemies. 





a es 







When you are = = . send out 

your troops from your two strongholds. 

Some of your groups may still be 3 
badly damaged. Either leave them in the _ E DR. 
strongholds or use healing items and bring 2 s 
them along. In any case. you. ‘need at least three pint 
groups to move against each of the two gates. | | 
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When these enemies have been destroyed, move everyone in ast 
and go for the kill on Richard's group in the castle. He is = 
flanked by a pair of powerful dragons, but he's also exposed, sa 
you can attack him directly. When you meet him. he is impressed that 
you've managed to come this far. While you object to his desire forthe — — 
ultimate power. he tells you that the world is continuing to fall apart, d 
and the ultimate power will help him remake it. 












Destroy the two gates simultaneously. Behind them, you spot two 
more groups protecting the way up to the castle. Any group that 

T attacked the gates and is still in good shape should move in and go 
for these two enemies. The others should retreat back to the strongholds. 
Even if you rested for a good hour in the strongholds earlier, you should 

ў have plenty of time remaining. so don't worry about falling back a little. 





T 












There are just a couple of enemies Take out these last two guards before 


behind these final gates. — — moving everyone else inte this area. Richard can talk all he wants, but his plan is still evil. 












When the battle 
ends, Richard 
laments that 
you have defeated him. 
However, he realizes 
that if the seal 15 bro- 
ken. he can still win, 
and he vanishes. Y ou 
still have one battle 
ahead of you. 


Aim right for 
him. Its a 
good idea to. 
attack with a group. 
that contains some 
powerful magic and 
can combine it into a 
very powerful spell to 
help shut him down. 





























and strips him of hit points, 





Before you head to your 
final battle, you see a scene 
with Baldwin and Richard, 
Richard wonders why Baldwin 
hasn't yet left to go to the ruins. He 
commands his brother to leave. - 




















While Richard 
B nu 
Baldwin tells 

him that he is tired of 
Richard always telling 
him what to do. Worse, 
he is upset that Richard 
didn't care about the 
death of Thamuz. 


Baldwin has 
= tums ane ти 
- through wi 
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Baldwin leaves, plan- 
ning to take the ultimate E 
power for himself. ™ Д 
Baldwin has killed his own brother in his quest : 
for ultimate power. à 






| This ів unexpected! 








| 
| 
| 
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Person of Lordly Caliber 
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Sime Tr 


Before you do anything. take some time and train your troops. If you 
still have any money. use it to get some levels For your units, Save 
some. though, You may need to use the witch den or buy an item in 
your final mission. A 
cushion of 15.000 goth or 
so should be more than 
enough. Spend the rest 
getting your troops grained 
fully. As many levels as 
you can gain will help in 
the final battle. 





is 





Use the training to boost 
your troops up in rank. Any 
power you gain now helps 
in the final battle. 





Before the battle. vou see Zeda, Магі. and Baldwin approach the 





of resurrecting Danika, but Baldwin doubts that Mari ean do the job. 
Zeda explains that Mari's 
mind is zone because of 
Yumil's death, and that 
the girl is completely 
under her control. 


Mari appears to be 
completely under 
Zeda's control. 





^, Zeda instructs 
Mari to break 
the seal and 
gives her a sword to 
do the job, but Mari 
refuses to listen. She 
apparently has a little 
bit more of her mind 
left than Zeda gave her 
credit for. 



















all of Zeda's plans. 


While Zeda lies dying. Mari approaches the seal. 
and in a fit of rage and sorrow, she strikes at the 
seal with the blade, creating a small hole, Mari 
cries, begging Yumil for forgiveness. and while she 
does, a strange blue light appears in the crack in the seal. 
followed by a mysterious creature. 





a Р Р 





ruins. Zeda is excited that they are finally close to realizing her goals 


It appears that this will be the fulfillment of 











It is finally time 
to complete what 
you have started. 
The seal must be protect- 
ed. March on Mount 
Keryoleth. 
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Just then, one of 
Baldwin's troops 
arrives and tells 
him of your approach. He 
rushes off to face you, 
leaving Zeda and Mari. 





tells Maria 1} 

à. few. interest- 
; ing facts. It turns out 
that Mari's entire life 
has been predestined | 
by her father, the — — 
Sage of Zeteginia. 
Zeda tells the girl 

not to go against her 
fate. but Mari uses 

the sword to kill the 
evil crone! 






Did Mari truly open the seal? 





Prima Official Strategy Guide — 


At the briefing. Dispatch your 10 

your final battle. You start in Mursunn best groups 

E. west whilethe a | m > | = _ immediately and 

enemy headquarters in. mcum EN —— „ә start а few of them 

‘the ruins of Keryoleth. marching toward 

You must reach the ruins Natashkan, to the east of 
and prevent the resurrec- your headquarters. There 

Danika. are a couple of enemies 

here. but taking this town 

gives you a buffer 

against the enenry troops 
that will arrive later. 


Hugo tells you that this should be 
y, in the south- 








tion of Danika. 


n 
"m 





чы ‚ , т 
Start your troops moving down the read toward the east. — n. 


" 















The witch den is in Gypsanville, and the 
shop is in your headquarters at Mursunny. 





BENI ever these lands before, but the stakes 
Р. have never been this high. 
g in from the north attacks your head- 


Meanwhile, a group movin 
veral groups to hunt this nu 


Push them back. then send out se 







As you move 







east, you see a quarters. 
series of enemy enemy down and push across the bridge. Take Dolbo with these 118; 
groups moving toward groups and have them rest here for a little bit. i | 
Natashkan. Take the u] 
town and hold out there. i | | 
“ы 
i 
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Fortunately, the enemies 
don't arrive close togeth- 
er. so you have time 
between battles to heal. 















NT Tue TT "E b 


| ji ў 
Don't he so concerned with the east that Move up and capture Поре. B Я 
| | you forget about this threat to your SR 
| | | a headquarters. EC 
E When you take these strong- = р B | 


holds, several things happen. 

f ^ First. an enemy moves n 
toward Escaraba from the east. North 
of this. an enemy approaches the troops 
you have in Mingan. Even farther 
north, an enemy group leaves from 
Gypsanville to take your headquarters. 


Now move the rest of 

your troops over to 

Natashkan. You should 
have six or seven groups here. 
with three or four in Dolbo. The 

E -groups in Dolbo can stay there for 

Isa few more minutes while you 

© deal with the southern end of the 

f BE x these groups up, send- 































































"S AD E g some to Mingan in the middle 
me ae of the map while others take 
 Escaraba in the southeast. 





' Taking Mingan causes new 
enemies to appear. 


P 





— 
UN 


ie the groups in Dolbo. 
bes 



















гп to Gypsanville, and have | | 
= m destroy the group they encounteron => Nt А 
а, ;. Mave into this stronghold and sit tight ^ E 
E Ne for ab half a day. and use the witch den here if | а 
Г КС. you need it. To block that group. you may need : | ® * 
ne x to use a quit gate and redispatch someone. 


“аф 





li you don't react quickly enough, use quit gates and 
redispatch a group Lo handle this enemy. 











In the south, 
send a group 
over to capture 
Р: тшшн Don't worry 
- about these groups for 
— the moment-you've got 
other concerns. 














Taking Balera gives you all of the 
strongholds on the map. 





ble now. 





Baldwin seems both insane 
and egemaniacal. 












When vou finally defeat him, 
Baldwin vanishes, saying that the 
ultimate power is his. 



























= 









the troops in Escaraba 
and Tananna north to lib- 
erate Balera. Move over 
the groups in Mingan as 
well. This gives you all of | 
the strongholds and puts | 
vou in position for your f 
final attack on the ruins. 


When you confront | 
Baldwin, he tells you that — 

he broke the seal not to | 
resurrect Danika, but to gain her 
blessing and receive the ultimate 
power. Once he has that power, he 
plans to kill Danika! His insanity 
and pride seem to be immeasura- 







































The middle 
becomes a prob- 
lem now, 





because several more 
enemy groups are march- 
ing toward Mingan. Set 
out against them and 
push them back, because 
if vou lose Mingan. the 
enemy has a direct path 
into your headquarters. 


After you deal 
with them. look 
south again. Send 


, Once your 
Е ErOtps are rest- 
éd, march on the 
і < e. -sending i m your 

E Б from both of 
othe: ‘strongholds 4 you are 
occupying. As you 
approach, you catch sight 
of Baldwin waiting for 
you in the ruins. Move in 
with your character to 
confront him. 


ogre, which makes him 

diffic ult to target, Your 

x goal initially should be to take out 
the daemons that flank him or the 

орге that stands in front. It may 

take a couple of battles to do this, 

but if you can eliminate his 

| | will be much 









dec m Fede lies. ‘Baldwin runs in vfi is docked! bs 
- the scene he sees before him. The body of Zeda trans- 
forms into a gorgon, 

saving the time has 

come for the resurrec- 

поп of the goddess. 

She then 


Ў, 





vanishes. aue d E cc: | | a 


Things are not the way Baldwin expected. 


Baldwin hides behind his. 


-n 








Danika then 

speaks to you, 

telling you 
something of her history. 
She tells vou that she _ 
knows of you becatise of 
the presence of another 

\ within her- Yumil. 


te, 
1 


| 








Danika's spirit. 












She awakened (гот. пет sleep by 
the desire of Prince Yumil to gain 
E the power to protect those he | 
loved. Danika gave her power to him and 
demanded reparations—a body so that she 
could be awakened Fully. It appears that 
Yumil chose himself to be the vessel for 


At the seal itself. 
Mari is talking 
with something 


that appeared from the 


crack. Baldwin 
approaches and demands 
the ultimate power. 
Drawing his sword. he 
kills Mari and approach- 
es the apparition, beg- 
ging for its blessing. 








Danika is reborn! 


Everything starts to 
bail over and Danika’s 
body explodes in a 
fountain of light. Everything 
turns white. and a few erea- 
ture arises from the seal. 
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Danika tells vou 
that everything 
started with a 





simple mistake, She was 
enticed to eat the fruit of 
the netherworld. so her 
mother, Berthe, put her 
into a deep sleep. Her 
soul was separated from 
her body so that she 
would not succumb to 
the Infernal Aura. 


Just as Baldwin thinks he is going to get the 
ultimate power, you show up. — — : 









Baldwin 15. 
E struck down 
by Danika, and you” 
come closet. 
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Danika's story started with a simple mistake en 
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| You have one final 
battle on your hand 
now. You must 
destroy the body of Danika. 
She is incredibly powerful. 
and is flanked by a pair of 
venus flytrap arms that do 
incredible amounts of dam- 
7 age when they strike. 
There's no way to kill her 
Eri with a single combat. 
[x IE Retreat when you can. 






Things in the world are not as they were. Your units have 
leen pushed back to make room for the new enemies. 


put dont tp ke Have your other groups 
the enemies leaving the spera 





Hit enemy leaders to render these groups useless 
and give you access ta Danika. 


After several attacks, vou kill Danika. When 
the battle is over, you return to the body of 
Danika to speak with her again. She thanks 
you for ending her reign of terror. She tells you that 
both good and evil are a part of her, and she is also 

| both god and human. When she is filled with hatred, 
| she becomes the queen of the netherworld, while 




















































| peace makes her a goddess of fertility. 

| 

| Aiter the battle, Danika thanks you for 

1 stopping her insane power. 

1 These two paths are open to Danika, and She leaves Bs warning you that the a 

| the way she goes depends on your world. battle can happen at any time, without t we 

|. She tells influence of the netherworld. It can hap- 
you that you and pen any time humans war on each other. She also- 
the denizens of tells you that everything 
the netherworld that happened was 

І аге very much planned, and the creator 

| alike, but the of this chaos is from 

i ogres are ruled your world. With that. 





by hatred, she departs. 

































ў тено TAE : | AS Old Clothing 1 - Suakin А - Heal Leaf 
' 4 Jadd - Ss Hard Leather 2 - Senal B - Quit Gate in 
i 3% Hou. € - Baldr Sword 3 - Berberah C - Buckler E 
+ Mulsuk D - Altar of Resurrection 4 - Dese D - Hard Leather 2 
| 5 - Bourdeux E - Power Fruit 5 - Ishro E- Light Mace | 
6 Billney i F - Great Bow 6 - Eldrett Е - Heal Leaf 
_ 7 - Buchanan G - Heal Leaf 7 -Xeira 
- Theodricus Mine | - 8 - Volmus Mine : 


Crenel Canyon > 

























5. а ВЕЕ: А - Rapier 1 - Castle Dunkweld A - Witch’s Dress 
zn /3- Carnot anm В - Bone Helm 2 - Idorf B - Robe 
2 NS Boolem To C - Plumed Headband 3 - Tubulk С - Scipplay Staff 
| 5 Movae 2 D- Heal Seed 4 - Lehoboth D - Spell Book 
T Kiefer | : E - Breast Plate - Elgorea E - Pointy Hat 
: < Fort Tuatha А 6 - Phuntua F - Amulet 
qc ЕЖЕ А, 7 - Harraive G - Heal Seed 


8 - Taza 
9 - Castle Burgund 
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1 - Ethawella 
2 - Karya 
3 - Laguat 
4 - Quelluan 

- Dem Vidro 
6 - Elle 
7 - Fort Crenel 


1 - Takua 

2 - Mosaka 

3 - Burgunny 
4 - Kinseya 
5 - Cayes 

› - Inekell 

7 - Gunther Mines 
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Zenobian Border 


A - Kite Shield 
В - Armet 

C - Power Fruit 
D - Plate Armor 
E - Baldr Sword 





| Gunther Piedmont 


A - Power Fruit 
В - Heal Leaf 

C - Witch's Dress 
D - Spell Book 

К - Heal Leaf 

F - Power Fruit 


G - Scipplay Staff 


H - Marionette 










1 - Romella 

2 - Melphy 

3 - Айга! 

4 - Dardunnelles 
5 - Випраѕие | 
6 - Ramballene 
7 - Garu Kaio 


8 - Fort Akkisi ~ ^ 


A E- Hard Leather 
B ur Light Mace 
-G - Heal Leaf 


= 
= eee 


E: . Heal Seed 


ЕЕРЕЕ 






А - Heal Leaf 
B - Plate Mail 
C - Quit Gate 
D - Buckler 









А - Iron Claw 
B- Jin-Gasa 

€ - Heal Seed 
D- Rosary | 
E - Heal Leaf 
F - Altar of Resurrection 
G - - Cloth Armor 



















l- Bastard Swo 







































1- АПада 
2-Bowende . 


3 = Geohel 


4 - Naroque 


5- Edepar 
6 - Vertze 


..7 - Akka Castle 







б 


zi Pa 
1 - Castle Dunkwe eld: 
see C 
3 Fa - Harraive 
8 - Taza - 
ae - Castle Burgund - 





А = | 

B- . Hachigane 

А С. Power Fruit 
D - Iron Claw 
E- Ninja’ 5 Garb 
Е - Spell Book 
G- Heal Seed epee 


A - Witch’s Dress 
B-Robe 

c - Scipplay Staff 
D- Spell Book 

E - Pointy Hat 

Е - Amulet 

G - Heal Seed 


1 - Baldera 
2 - Kiefer 
3 - Boolem 
4 - Movae 
5 - Carnot 
6 - Fort Tuatha 


1 - Fort Celestus 
2 - Tristle 

3 - Cochran 

4 - Shafferville 
5 - Kapiscau 


6 - Jiram 


7 - Castle Ziggiveld 


2 
C 
- Heal Seed 


As 


D 
E - 


А - 
B- 
'- Robe of the Wise 


gm, 


a 


“mo 


С 
T 


- Bone Helm 


Rapier 
Plumed Headband 


Breast Plate 


л 





Ninja’s Garb 
Power Fruit 


- Witch's Dress 
- Baldr Mace’ 

- Book of Flame 
- Altar of Resurrection 
- Blessed Sword 
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Sable Lowlands 








Ө 
1 - Temil А - Armet 1 - Audvera Mine Ns E A-Estoc — 
2 - Quills B - Satan’s Bullova 2- Seldovia u- "us B - Scale Armor 
3 - Kuva C - Baldr Armor 55 - Chig Nik TE x С Міггог of Soul. 
4 - Shichidarui D - Valiant Mantle - Bezelle. is cc rae D - Fool 
- Prilgi E - Quit Gate = Naracrete S s —— E- Plumed Headband 
6 - Baimuk Е - Bracer of Protection 6- Puid | E c QN > .F- Magician's Robe 
7 - Cotoltus | G - Book of Bane =ч 7- Вагг row rk Ste. - eo - Dragon Shield 


8 - Crotal Cagtle-— A H- Book of Water 













1 - Castle Ziggiveld A - Estoe l - Cybillgin A- Are Wand ix 

2 - Puld В - Scale Armor 2 - Cactovich В - Stone of Q ess 

3 - Barrow C - Mirror of Soul 3 - Nakina C - Spear LA 

4 - Naracrete D - Fool 4- Kynora | D - Book of E arth M: 

5 - Bezelle Е - Plumed Headband 5 - Lapide E - Buckler М \ 

6 - Seldovia F - Magician’s Robe 6 - Bella Cula i F - Revive Stone hir 

7 - Chig Nik G - Dragon Shield 7 - Lachook S -G - Magician's Robe ~ М, 


H - Book of Water 8 - Tilorro Я Н - Baldr Mail 
9 - Ketican 
I0 - Fort Gullsvinter 


8 - Audvera Mine 














1 - Remella. 

2 - Frattelli. 

3 - Drumheller 

4 - Dauphin 

5- Kegu 
_6 - Coppermine 
7 - Quellorna 

8 - Fort Noistrien 


j E: AER Salem. 
EEE rra 
oo 2-Ellode 
E nd - Reliance 
= Silhouette 
P =. ! 5 - Parmel 
EU Yves Guibiques 
7- ‘Hopedale 
8- - Cartwright 
9 - Badin | 


10 - Timmins 
pe Igglurick — 
- Castle Talpaea 


Azure plains 


шер ау a eae x 


A - Quit Gate 
B - Claymore 


C - Bracer of Protection 


D- Ytival. 
E - Plumed Headband 


Wentinus 


A - Baldr Spear 
B - Power Fruit 
C - Spell Book 
D - Urn of Chaos 

E - Armet 

F - Heavy Armor 
G - Tower Shield 

H - Love and Реасе 






P 


















x9) 








- Reliance 
- Silhouette 


- Yves Guibiques 
- Hopedale 

$ - Cartwright 

9 - Badin 

10 - Timmins 

11 - Igglurick 

12 - Castle Talpaea 
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A - Dragon Shield 
B- Are Wand 

С - Revive Stone 

D - Silver Hourglass: 
E - Plate Armor 

Е - Fur Coat 

G- Book of wW ind 





Wentinus | 


A - Baldr Spear 

B - Power Fruit 

C - Spell Book 

D - Urn of Chaos 

E - Armet 

F- Heavy Armor 
G - Tower Shield 

H - Love and Peace 
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1 - Romella 


2 - Melphy 

3 - Adigrat 

4 - Dardunnelles 
5 - Bungasue . 
6 - Ramballene 
7 - Garu Kaio 

8 - Fort Akkisis 





I - Dibnoe 

2 - Boulli 
3-Inze 

4 - Davilof 

5 - Rajisk 

6 - Elaine 

7 - Castle Grann 


| Dardunnelles 


fair eights 


Teee 6 ЕСЕКТИН РР n 





m 
m 


A - Iron Claw 

B - Jin-gasa 

C - Heal Seed 

D - Rosary 

E - Heal Leaf 

К - Altar of Resurrection 
G - Cloth Armor 

H - Heal Seed 

I - Bastard Sword 





аа ааа ег 8 еф. 


А - Angel Fruit 

В - Altar of Resurrection 
C - Bloodstained Robe 

D - Stone of Quickness 

E - Crystal of Precision 
F - Cup of Life 

G - Electric Shield 


F A 


=r) 





6-Muji  . 
7 - Castle Echel 


10-Guntherhaal — 





I - Rososhi 

2 - Balta 

3 - Ellista 

4 - Purlova 

5 - Surina 

6 - Pudozey 

7 - Luga 

8 - Castle Eundel 


5 


ules Hills _ 


Жас. ач (ЛЫЧ E: 








А - Quit Gate 

B - Titania Mail 

C - Battle Fan 

D - Bloodstained Robe 
Е - Dragon Shield 

F - Stone Sword 

G - Book of Bane 

H - Altar of Resurrection 
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apitrium 


aL: LE 
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inl E. | 


A - Vestment of Wind | 


B - Book of Wind | 
C - Heal Pack | 


D - Battle Fan 

E - Dragon Shield 

F - Revive Stone 

G - Silver Hourglass 


rrr 
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1 - Sagith A - Cyanic Claw 1 - Salavaat А - Angel Fruit 

2 - Estergum B - Book of Bane 2 - Corpino B - Ring of Branding 

3 - Chrisalouis С - Book of Bane 3 - Fort Vitzdar C - Heal Pack 

4 - Queshay D - Burning Band 4 - Schime D - Scroll of Discipline 
5.- Fort Hillverich E - Dragon Helm 5 - Coongul E - Black Cat 

6 - Dossoll Е - Heal Pack 6 - Fulmanobo F - Bow of Thunderbolt 
7 - Sarisk G - Scroll of Discipline 7 - Orremah G - Sword of Firedrake 


8 - Marrilaife Castle 8 - Fort Bertuga 


s part 


pa um ob адь агана t = ч tet ai ae LE 















pni NS muet уэ rasan Gs 
1 - Palm A - Peridot Sword 1 - Rubnui A - Urn of Chaos 
2 - Ibu Deli B - Cup of Life 2 - Nedjinn B - Feather of Angel 
3 - Ulda C - Altar of Resurrection- 3 - Pinneg C - Ice Chain 
4 - Soshiba D - Crystal of Precision 4 - Banna Barra D - Peregrine Mail 
5 - Totban Е - Book of Bane 5 - Kalla E - Chaladholg 
6 - Savior Checkpoint F - Stardust 6 - Cotlass F - Heal Pack 
7 - Caraton G - Book of Water 


8 - Bollisk 
9 - Celesis 
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l - Vitegra 

2 - Kud Im Kalle 
3 -Lugeph 

4 - Sarrehart 

5 - So Kol 

6 - Gremiha 
7 - Sermi 
8 





да: TIER 
1 - Guntherhaal 
2 - Belleboppo 
3 - Colguetf 
4 - Mezzeni 


5 - Kurashino 

6 - Novipoldt 

7 - Amdelm 

8 - Fort Bergiga 
9 - Muji 

10 - Castle Echel 


ор of Ва pari 1 


- Temple ofBerthe 


a da nem ЕЕ аде; meia 


A - Love and Peace 
В - Zephyros 

C - Dragon Shield 
D - Main Gauche 
E - Phoenix Mail 


Gules — 


c ottiene trt 
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* 
Y | 
we us Satan dba | | | " ) 
[i E 


A - Quit Gate 

В - Titania Mail 

C - Battle Fan 

D - Bloodstained Robe 

E - Dragon Shield 

F - Stone Sword 

G - Book of Bane 

H - Altar of Resurrection 








miha 


Gs 
I - Gre 
2- Sermi 
3- 


Sarrehart 

4-So Kol 

5 - Lugeph 

6- Vitegra | 

7- Киа Im Kalle 

8 - Tempe of Berthe 





l - Lobini 
2 - Bilce 
3 - Моге 
4 - Ottochaz 
- Murau 
6 - Sleni 
7 - Fort Romulus 





A - Love and Peace 

B - Zephyros 

C - Dragon Shield 1 
D - Main Gauche 

E - Phoenix Mail 





FOES A 





A - Dowsing Rod. 
B - Cloak of Oath | 
C - Misty Coat - | 
D - Evil Spear 
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Blue 
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Basilica 


E а А ee А 


fort Romulus 


4 —— E Е г. 
































= 
m A 
| 1 - Encampment А - Kusanagi 1 - Fort Rudney A - Angel Fruit 
2 - Central Plaza B - Shield of Nue 2 - Pavia B - Heal Pack 
3 - Fort Romulus C - Thunder Chain 3 - Perg C - Tempest 
' 4 - Bespleme D - Sword of Dragon Gem 
| 5 - Cobigo E - Axe of Wyrm 
6 - Zuinomo F - Holy Lance 
7 - Surite G - Altar of Resurrection i 
8 - Clemona Н - Ring of Branding ( 
9 - Castle Andvari 1 
р 
Barpbeth 
Ed 2 = | &§ 
| 








| E 
| = 

| | ee 2 атай, ` 

1 - ВШетіпа А - Book of Meteor Strike 1 - Castle Renevue A - Lance of Longinus 

2 - Pacrats B - Electric Shield | 2 - Kelmend B - Ignis 

3 - Furge C - Dragon Helm 3 - Glebming C - Mirror of Soul 

4 - Rete р - Quit Game 4 -Clemms D - Angel Fruit 

5 - Sheesaku E - Dragon Shield 5 - Sard E - Book of Annihilation 

6 - Fort Guki F - Protective Ring 6 - Vitra Е - Love and Peace 

7 - Baya 7 - Sondrio 

8 - Torab Ni 8 - Fort Lebadeia 

9 - Agnault 9 - Belle 

10 - Vitegith Castle 10 - Fort Viezey 
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1 - Tezzla A - Mirror of Soul - Latina ore A - Crystal of Precision 
2 - Fahno B - White Mute - Gaeta. = В - Rune Blade 

3 - Meltaus C - Gambantein 3 - Yen Vahagn C - Lfal 

4 - Orozei D - Stone of Quickness 4 - Vulge D - Angelic Armor 

5 - Griena E - Vestment of Wind 5 - Gothpikki | E - Scroll of Discipline 


6 - Fort Toydebelt 
7 - Fort Toyderich 
$ - Міппеа 


6 - Troguil 
7 - СагаПа 
8 - Remus Keep" 
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> 
6 
—] | 
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1 - Encampment А - Matsukaze 1 - Pazano A - Feather of Angel 
2 - Recess Area B - Malalhite Sword 2 - Raguza B - Chaladholg 
3 - Outer Garden C - Ice Chain 3 - Chelefteu С - Heavy Axe 
4 - Sculpture Garden D - Silver Hourglass 4 - Lokry D - Saint's Shield 
5 - Central Garden 5 - Kaless Ande E - Caldia 
6 - Letze Е - Saint's Garb : 


6 - Royal Palace 
7 - Tricaeze 
8 - Castle Lloydgust 
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1 - Fort Randrich A - Urn of Chaos 

2 - Brode B - Airgetlam 

3- Zarbow | C - Volcaetus 

4 - Levin ) - Bell of Thunder 
5- Landeck E - Count’s Garment 











6 - Apertine Е - Earth Javelin 
7 - Tranus G - Prox 






8 - Albesta — 
9 - Bartasake 
10 - Kaysegg | xe 
11 - Anderout Station | 












paca 


ee eg eee orm d 


A - Helm of Thunderclap 
B - Sword Emblem. 

C - Sanscion 

D - Love and Peace 

E - Wind Armor 

F - Breidablick 


1 -En campment ., 
2 - Archer Park 
3 - Cavalier Park 
4 - Jasper Tower 
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Qentinus Bree = 

-= кыы A rac Ime = tS ЖИА . 
1 - Hopedale A - Feather Suit 
2 - Reliance B - Heat-Ter 
3 - Cartwright C - Urn of Chaos 
4 - Timmins D - Altar of Resurrection 
5 - leglurick E - Bentisca 
16 - Yves Guibiques F - Culnrikolnne 
7 - Castle Talpara 

nt Keryoletb 











A - Dragon Shield 
B - Arc Wand 

C - Revive Stone 
D - Silver Hourglass 
Е - Plate Armor 

F - Fur Coat 

G - Book of Wind 


1 - Mursunny 
2 - Ооо 

3 - Natashkan 
4 - Mingan 

5 - Gypsanville 
6 - Escaraba 

7 - Tananna 

8 - Balera 

9 - Keryoleth 
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Character Class Information 


(7 ou can change your characters’ classes between missions. To required items will be automatically equipped for the character. Any 
Y change classes, a character must fulfill all of the requirements of Items you do not currently possess must be purchased before the char- 
the given class. AIT of his or her stats must meet or exceed the class acter can change classes. + 
requirements, and his or her alignment must fall within the class Listed below are the various character classes and the ошон | 


guidelines (although it can rise or fall afterward without penalty). Any needed for changing a character into that class. 


| Character ETT: Кес uirements 
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Character Classes 
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Soldiers do nol require any equipment. nor do 
they have any individual identity. 

Short Sword, Round Shield, Chain Mail, 
iron Helm 


чыт 
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0-60 . 
_30-100 

20-80 À 
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20-80 - 
0-60 
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"Blessed Sword, Kite Shield, Baldr Armor. 
Baldr Helm = 


ә 







{ Sward of Tiamat, Dragon Armor, Dragon Helm 
У : Satan's Bulova, Valiant Mantle, 3 
Baldr Armor, Arm 


Li. 40-100 





Baldr Spear. Tower Shield, Heavy Armor, 
Annet | 


- A 











_{ 20 ; gem , , ; 
| Ап amazon is created when a soldier is 
promoted while in a group with a female leader. 
Mets — {ңе 
J iene o i 
Spear, Round Shield, Breastplate. Plumed | 
eadband — z - 
Seipplay Staff. Spellbook. Witch's > 
Dress. Pointy Hat | | ^ 
Scipplay Staff, | e 
| Dress. Amulet | 
= uc: шы | ( ) { 
—— | 
dS 
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plished i in the given order, fu the Бле list 
below, the map name is followed by the city. Send a 
group to that city and enter the stronghold to com- 
special items and events by wandering plete the particular step. If a specific character is 
ip" | | 'ed areas named. that character must be leading the group in. 


Between missions, explore the various areas you 
have conquered to discover hidden items and inves- 
tigate the various towns. You can find a number of 


through conquered areas. 
In all cases, the steps must be accom- question to complete the step. 


Ж When a character dies and has not heen 
resurrected by the end of the mission, oa 7 | z 7 : a 
There are three steps needed to get the pure-white dress: 


there isa 30 percent chance the character 
will be raised as a zombie |. Tenne Plains, Bourdeux—Woman tells female group 
— | leader about making a pure-white dress (after Mission 1). 
| 2. Dardunnelles, Melphiy-Reach Melphy on the 15th of the month 





between 9:00 and 17:59 to buy à bolt of silk (after Mission 8). 
3. Tenne Plains, Billney-Female group leader gets 
pure-white dress from tailor (after Mission 8). 
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Battle Fan, Spel 
Dream. Crown 


Baldr Sword, Buckler, Plate Armor, Baldr Helm 
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will turn into a skeleton, 
А skeleton attacked with both a Mame-based attack 
and a wing magic attack will turn into а ghost. 
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There is one step т Т; led to get the hallowed shield: 
1. Mylesia, Elgorea-Troi gets hallowed shield (after Mission 4). 





There are four steps needed to get the dragon helm: 
1: Mylesia, Idorf—Get information about 
| dragoon unit (after Mission 4). 
d 2. Gunther Piedmont, Burgunny-Valk with drunk 
man between 18:00 and 6:59 (after Mission 7). 
3. Volmus Mine, Senal-Talk with wile of 
drunk man (after Mission 7). 
4. Gunther Piedmont, Burgunny-Wile returns to drunk 
man. Man sells dragon helm between 7:00 
and 18:59 after his wife returns (after Mission 7), 


SAY ; 

the bloody emblem: 

L Mylesia, Elgorea—Male group leader with alignment under 49 encounters 
a vampire who asks taur questions. Answer all four correctly to receive 
the bloody emblem. Answers depend on the time of day (after Mission 4). 


:00-1:29—1, 1, 1,1 12:00-13:29-1, 2, 1,1 













1:30-2:59—2, 2, 2, 2 13:30-14:39-2, 1,2, 2 i | 
(Щ-4:290— 2 §-00-16:29-/, 2.1. 2 с? | = 
сис z : AP mes та j 1. 3 I There is one step needed to get the angel's brooch: 
4:00.7:29. |. 9 A ] 18:00. 19291. ў а Р { |. Gunther Piedmont, Inekell-Katreda gets angel's brooch (after Mission 7}, | 
7:30-8:59—2, 2, 1, 2 19:30-20:59-2, 1, 1,2 
9:00-10:29—1, 1, 2, 2 21:00-22:29—1, 2, 2, 2 
EGG | 





10:30-11:59—2, 2, И 22:30-23:59-2, 
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There are three steps needed to get the dragon armor: 
_ |. Mylesia, Idorf-Get information about 
dragoon unit (after Mission 4). 
+ Dardunnelles, Melphy-Reach Melphy on the 15th of the month 
between 9:00 and 17:59 to byy bolt of silk (after Mission 8). 
3. Mount Ithaca, Kynora-Get dragon armor from artisan 
(after Mission 15). 


vy 
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There are three steps needed to get the Sword of Tiamat: 
|. Mylesia, Idorf-Get information about Sword of Tiamat after getting 
both dragon helm and dragon armor (after Mission 15). 
2. Fair Heights, Elaine-Get dragon scale and information about the 
Divine Dragon (after Mission 21). 
4. Celesis, Pinneg-Unit leader fights dragon in single- handed combat 
to receive Sword of Tiamat (After Mission 24). 


There is one step needed to get the helm of the fearless: 
|. Gunther Piedmont, Kinseya-Asnabel gets helm of the 
fearless (after Mission 7). 












There is'one step needed to get the medal of vigor: 
|. Alba, Edepar-Magnus gets medal of vigor (after Mission 9). 


Li 


There is ongestep needed to get the altar of resurrection: 

|. Dardunnelles, Melphy-Reach Melphy on the Ist of the month 
between 9:00 and 17:59 to purchase altars of resurrection 
(after Mission 8). 
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There is one step needed to get the condrite: 
|. Dardunnelles, Melphy-Reach Melphy on the 6th of the month 
between 9:00 and 17:59 to purchase condrite (after Mission 8). 


= 







There is one step needed to get the needle of light: 
|. Dardunnelles, Melphy-Reéach Melphy on the 21st of the month 
between 9:00 and 17:59 to purchase needle of light 
(after Mission 8). 
















There is one step needed to get the book of meteor strike: 
|. Dardunnelles, Melphy-Reach Melphy on the Ist, 6th, 15th or 
21st of the month between 18:00 and 21:59 to purchase book of 
meteor strike (after Mission 8). 








There is one step needed to get the decoy cap: 
|. Dardunnelles, Garu Kaio-Sheen gets decoy cap (after Mission 19). 






There is one step needed to get Idaten's Май: 
| Soathon, Shafferville-Vad gets Idaten s Mail (after Mission 12). 
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There are two steps needed to get the pedra of bane: 
| Soathon, Jiram-Talk to kid about his missing dog (after Mission 12). 
2. Soathon, Jiram-Return hellhound to kid to get 

| pedra of bane (after Mission L2). 















There is one step needed to get the red branch: 


|. Fair Heights, Inze—Liedel gets red branch (after Mission 21). 


There is one step needed to get the starry sky: 
1. Vert Plateau, Fort Hillverich-Europea gets 
starry sky (after Mission 22). 





There is one step needed to get the jeulnelune: 
1. Capitrium, Surina—Biske gets jeulnelune (after Mission 23). 





There is one step сваей іо get the robe of abyss: 
|. Temple of Berthe, Temple of l Berthe-Paul ges RS 
robe of abyss (after Mission zo» 


There is one dep needed to get ihe; runic cape: 
|. Ptia, Rete-Carth gets runic prape шш Mission 34). 





There are two steps reeded t to gem the ansate cross: 
a Zenobian Border, Karya-Rescue aynun (after Mission 5). 
2. Zenobian Border, Dem. Vidro-Nun gives you апше cross 
ма Mission 3). 


There are two ens seeded to set the ring ofi the i diad: 
|. Celesis, Banna Barra-Get letter from girl (after Mission 24). 
2. Zenobian Border, Quelluan-Magnus gets ring of the dead when 
letter i is ЕЕЕ 10 Lore woman (after Mission 24). 





ETT are due: steps needed to get the Beane crown: 


1. Blue Basilica, Clemona-Talk with old man about 
Gelda (after Mission 33). E 
2. Crenel Canyon, poleni- Look for G elda iM discover she has 
gone to Zenobian Border (after Mission 33). 
3. Zenobian. Border, Elle-Look for Gelda and discover 
-she has gone to Soathon (after Mission: 33}. 
A. Soathon, Tristle-Get. letter from Gelda for 
. old man (after Mission 33). 
5. Blue Basilica, Clemona-Deliver letter to old man to ове dream 
crown (after Mission Бы P 








T k for one discover she 





2. Volmus Mine ош Miti T 


has gone to Mount Ithaca (after Mission 20). 
3, Mount Ithaca, C altovich-Deliver letter from man to 
daughter to get pedra of virtue (after Mission 20). 





There is one step nodded to Fe the sodthern cross: 
|. Latium, Gothpikki-Talk with angel between 0: 00 and 3: 59, Ga 
southern cross if you already possess pedras of bane and virtue, 
ansate cross, and dream crown (after Mission 38). ue 





There are from one to five steps needed to get the three 
elemental pedras: v 
1. Train Magnus" group at Mylesia (after Mission 4), Mount Ithaca 
а (after Mission 15), and Gules Hills (after Mission 20). 
Eventually. you will fight against the training master and a 
powerful dragon (you тау need to train up to five times to get 
this battle). Defeat this group and the traimmg master will give 
you one of the three elemental pedras you do net have. 
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Strategies for creating 
effective battle teams 
from tbe many main 
characters and soldiers 


Detailed maps of all 
Palatinus’s scenarios 


Statistics on all classes, 
spells, alignments, 
elementals, weapons, 
armor, and accessories 


All bidden characters 
and items revealed 


Complete walkthrough 
describing variations 
determined by 
character choices 
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